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Features 





A ctivision and Nihilistic Software's epic Vampire: The Masquerade - Redemption follows 
the tale of Christof Romulad, present mortal and future member of the undead - a vam- 
X Jl pire. His journey into maddening bloodlust is tempered by thoughts of Anezka, the 
beautiful nun in Prague's convent who once nursed Christof back to health. Christofs journey - 
and his struggle with an inner beast and dwindling humanity - takes him through four different 
cities across the span of time. 


Welcome to GameSpot's Vampire: The Masquerade - Redemption Game Guide! Inside this 

comprehensive game guide, you'll find: 

TT Building Your Character: Look here for tips on spending experience points and 
increasing your character's traits. 

TT Combat Strategies: This section includes strategies for dealing with the horde of 
supernatural creatures you'll encounter during your journey through history. 

TT Prague Walk-through: In this section, you'll find a complete walk-through for 
Christofs stay in Prague. 

TT Vienna Walk-through: Once the story switches to Vienna, head here and brush up 
on the walk-through for the Vienna portion of the game. 

TT London Walk-through: This section features the walk-through for Christofs journey 
to modern day London. 

TT New York: Walk-through: in this section, you'll find a walk-through for the game's 
final act, which takes place in New York. 



A 
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TT Weapons Statistics: Look here for a table compiling Vampire's weapon statistics. 

TT Armor Statistics; in this section, you'll find a table compiling Vampire's armor statistics. 
TT Discipline Statistics: Head here for a table compiling Vampire's discipline statistics. 
TT Cheat Codes: This section includes Vampire cheat codes and how to use them. 



CHAPTER ONE 

Oecisi()iis of Character 



Q pending experience points to upgrade character traits and disciplines can be a tough deci- 
sion. This section explains the importance of each character trait and how each applies to 
a certain character type - such as a player concentrating on melee combat skill or a player 
concentrating on high-level disciplines. 


For a melee fighter, strength is one of the most important character traits. Strength modifies the 
amount of damage inflicted by melee weapons. If you're eschewing disciplines for brute force, 
take time on the advancement screen to spend experience points in strength. A player concen- 
trating on disciplines will have use for strength, though; most of Vampire's weapons and armor 
carry minimum strength requirements. For instance, to wear plate mail, the character must pos- 
sess strength of 55 or higher. Keep this in mind as you apply experience points. Refer to the 
weapons and armor tables later in this game guide for minimum strength guidelines. 


Without sufficient dexterity, a melee (or ranged) fighter can't strike an enemy target. Dexterity 
modifies a character's attack speeds as well as increases the aiming ability for projectile 
weapons. Further, the higher the dexterity, the greater the chance of making a critical hit (causing 
more damage). To a fighter, dexterity holds nearly the same importance as the strength trait. 

Even if you have a high strength, if you don't possess sufficient dexterity, your powerful striking 
blows won't meet their target. If you're concentrating on brute force, don't neglect dexterity and 
attempt to keep it close to your character's strength. A discipline user won't have quite the need 
for dexterity, though a minimum dexterity (usually 35) is required for some ranged weapons. 



Dexterity 
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A high stamina increases the ability to cause soaking damage: bashing (humans) and bashing 
and lethal (ghouls, vampires, and some monsters) damage. Soaking types of damage increase 
your defenses against attack, making you more durable in melee combat. Stamina plays an 
important role to the melee fighter, but if excellent armor is available, spend the experience (at 
least more heavily) in strength and dexterity. Don't neglect the stamina trait, but a melee player 
should use more in strength and dexterity to focus on damage potential and successful hits. 

Perception 

Perception is the ability to sense the environment and is a prerequisite for several disciplines, 
including heightened senses, aura perception, spirit's touch, eyes of the beast, summon soul, 
invisibility, and true sight. You must raise your perception around or above 50 to gain these per- 
ceptive disciplines. A player concentrating on disciplines will likely devote points to intelligence 
(first priority) and wits (another priority) before perception. Check the discipline menu when play- 
ing Vampire and allocate trait points based on the disciplines you desire most. 

Intelligence 

If you're pursuing the most advanced disciplines, you'll need a high intelligence trait (up to and 
above 70). If you're strictly melee and only using low-level attack, defensive, and healing disci- 
plines, you likely don't need to be the sharpest vampire on the block. Save the experience you 
might devote to intelligence and continue to bolster your strength, dexterity, and stamina traits. 
Monitor the blood discipline pane and, if there's a discipline you desire, consider spending the 
experience to raise your intelligence trait to meet the requirement. 

Wits 

The wits trait bears importance for both melee fighters and high-level discipline users. For melee 
fighters, a high wits trait provides a slower progression toward becoming frenzied, which could 
certainly help in hectic melee battles where each hit from the enemy drives up your frenzy level. 
For the high-level discipline user, wits is a requirement for high-level disciplines (though not as 
much as intelligence); if you desire the most powerful disciplines, expect to spend enough expe- 
rience to raise wits around or above level 70. 


# 9 


Gamespot Game Guide: Vampire: The Masquerade - Redemption 



r 


Charisma 


High charisma governs such disciplines as dominate and presence, in which the user attempts 
to assume control of the victim's mind. These disciplines include possession, awe, dread gaze, 
and others. If you wish to stop an enemy in its tracks (disabling the beast from melee or spell- 
casting combat), you'll need charisma to meet the requirements for the discipline. If you're strictly 
a melee brute, it's unlikely you'd want to divert too many experience points into charisma. 


Manipulation is interesting and contains benefits for both melee players and discipline-oriented 
spellcasters. A high manipulation trait is required for some disciplines, including quell the beast, 
subsume the spirit, drawing out the beast, command, and mesmerize, among others. 

Additionally, manipulation determines the price of goods at blacksmiths, gun shops, and magic 
shops. The higher your manipulation score, the cheaper the goods. Naturally, this benefits any 
players; with less-expensive items, you can stock up on more vitae, equipment, scrolls, and other 
items upon returning from Vampire's plentiful quests. 


Your physical beauty and attractiveness is determined by the appearance trait. A melee brute 
wouldn't have much need for appearance, unless you're striving for the presence disciplines. 
Even still, there are plenty of jewelry items found during the various quests, which raise the 
appearance trait (such as bracelets, rings, and necklaces). Remember that these items will take 
up equipment slots, which could be used instead for gauntlets or magical bracelets (bracelets), a 
neck protector (the necklace), or an assortment of magical rings (rings). Concentrate on other 
traits (strength and dexterity if you're a fighter, intelligence and wits if you're a magic-user) and 
use jewelry to improve appearance; should you need to remove the jewelry, assign experience 
points to appearance as necessary - if you desire the particular disciplines. 


Manipulation 


Appearance 





CHAPTER TWO 

Combat Strategies 



T 

X 


n most instances, combat is unavoidable. The dark dungeons and twisting labyrinths in 
Vampire: The Masquerade are littered with ghouls, vampires, rats, wraiths, skeletons, and 
other foul beasts. To survive quests, Christof and his party must become adept with combat 
techniques, either with melee skills or through the use of disciplines. This section provides some 
combat strategies to keep in mind as you encounter Vampire's diverse collection of monsters. 


The Lure Technique 

The lure technique is the first combat tactic to master in Vampire. When you encounter a group 
of monsters, they're often standing perfectly still waiting for an enemy - otherwise known as you 
and your group - to approach. Taking on a group of monsters is tough, especially when that 
group consists of Tremere lord magic-users or war ghouls. To even the odds, you can carefully 
lure one or two monsters from the group and increase your chances of success and survival. 

Select one party member and order the others to stand in place (click on the green buttons on 
the right side of their health and blood pool bar). Make sure the stalled party members are some- 
what far from the monsters you're attempting to lure. Control the one party member and 
approach the enemy monsters. Move slowly, taking one step at a time and stopping briefly 
between each step. Once you get close enough, your advance will trigger the nearest enemy 
monster. If done correctly, you won't trigger the other monsters. 

Walk back to your group and, as the monster gets close, hit the Regroup button to activate the 
party members. Attack the creature (or creatures, if you triggered two) and use melee weapons 
and blood disciplines as needed; you'll find the combat against one or two creatures much easier 
than battling the entire group. The technique is vital in reducing the difficulty of some critical bat- 
tles and can be used throughout the game. 
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Combine the technique with adept use of Vampire's camera system. Rotate the camera so 
you can see around an upcoming corner - without moving Christof and others around that cor- 
ner! Once you see what lies ahead, you'll know how far you must move into view to trigger the 
beasts and how many to expect to return to the group. The lure technique will save you many, 
many times during the game and should be practiced each time you approach a new set of 
creatures. 

Circling, 

THE Spread, and Hit and Run 

Once you have lured the beasts to your group, it's time to get down and dirty with melee combat. 
If you're a brute with a powerful weapon and durable armor, it's likely you can simply stand your 
ground and pound away on the monster. Then again, if you're low on health or outgunned by the 
foe, it might be more effective to try and stay out of the monster's line of sight (and thus, out of 
the monster's line of fire). 

Instead of beating on the monster head-on, back off for both offensive and defensive purposes. 
For instance, when a monster attacks the character you're controlling, that monster will continue 
to follow you if you walk away (within a certain radius). Use this to your advantage. Strike at the 
beast, then back off and let the creature follow you. If it's following you, it can't inflict damage 
(unless it possesses ranged weaponry or uses blood disciplines frequently). Meanwhile, though, 
your other party members will continue to score blows. This technique works best against melee- 
oriented monsters as spellcasters and those carrying ranged weaponry (especially the destruc- 
tive weapons in modern times) find other ways to inflict damage. 


Fo The Ainkurn sword, found in the Teutonic knight base in Vienna, is one of the 
® most useful melee weapons in the game. If you're concentrating on melee 
fighting, consider finding and equipping this powerful sword. The Ainkurn sword adds 10 
dexterity to your current traits and has the chance to drain the blood of its victim. Using the 
sword can keep your blood pool high, requiring less vitae (which can be used for your 
counterparts) and giving you more to use for physical blood disciplines, such as potence, 
fortitude, and celerity. 
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Backing off can also provide an opportunity to walk around the monster - especially 
if the creature hones in on another member of your party. Circle around the beast and 
strike from the side or rear so you remain out of its destructive weaponry. It doesn't matter if it's 
a gun, a sword, or simply a fist attack, if you can stay out of the creature's line of attack, you will 
take less damage and, hopefully, quickly score blows against the beast. 

The key element to attacking as a party is staying spread out. If you're crowded up against the 
other members of your party, you aren't giving them the room they require to approach the mon- 
ster and initiate an attack (unless, of course, if your party members are using ranged weaponry). 
Watch as you attack a monster. If a particular party member, who's using a melee weapon, 
remains back simply standing in place, you must make room and spread out the attacking party 
members. 

Cycling through Party Members 

There will come a time when one of your party members is incapacitated by a blood discipline, 
for instance awe, dread gaze, or prison of ice. If you're controlling that party member, don't 
remain on that player - you can't move or attack the enemy. Instead, switch to another party 
member and use his blood disciplines to attack the monster or simply use your melee or ranged 
weaponry. Don't be content to watch as your computer-controlled party members attack or, possi- 
bly, struggle against the beast. If you're incapacitated, switch characters and assume control of 
the battle. 


T 

1 . 


Your computer-controlled party members are often haphazard with their blood 
J-X, ® disciplines, occasionally casting potence or fortitude to deal with a single rat. 


Open the options menu and investigate the selections for the party member blood disciplines. 
You can order your party members to cast healing or let them use attack and special disci- 
plines. If you keep all options in tact, prepare to use a lot of blood to replenish their pools. 


Enhancing Combat with Disciplines 

Enhance your melee attacks with celerity (increases speed), potence (increases strength), forti- 
tude (adds defenses, including defenses against aggravated damage), and feral claws (ability to 
cause aggravated damage). Use awe, dread gaze, or eyes of the serpent to incapacitate an 
enemy monster for a brief amount of time; prison of ice, if attained, is also extremely effective in 
immobilizing an opponent. 
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A melee fighter shouldn't ignore the benefits of disciplines. Though you'll likely use 
healing, awaken, and walk the abyss frequently, it's useful to enhance abilities with blood 
strength and dexterity as well as those listed previously. Further, if your blood pool allows it, 
combine disciplines to enhance abilities - for example, combine celerity and potency to increase 
both speed and strength simultaneously. 





CHAPTER THREE 

Pragut! Walk-rfin>ugf) 



That evening within the covenant... 

Christof is awakened by a scream. Walk into the next room and battle the szlachta. Once you 
defeat the beasts, Christof falls over in pain. You're awakened by Anezka, who states that the 
szlachta have taken over the silver mines to the east. When Anezka offers, accept the quest and 
prepare to take it on the "next day." 

Reclaim the Bonn Silver Mines 

Leave Prague through the east gate and enter the mines. Defeat the monsters the dwell within. 

You wake up still inside the covenant, but this time fully clothed. Walk into the next room and 
speak with Anezka. Exit the covenant into the old part of town. From here, you can freely explore 
the town without concern for danger. There are several useful areas to investigate. 

Speak with the knights of St. John for a brief dialogue sequence. Locate the Inn of the Four 
Stags and speak with the barkeeper. Once the conversation completes, grab the healing elixir 
from the bar. Find the blacksmith shop (around on the other side of the inn) and speak with the 
smith. Talk about your mission; if you're open with the smith, he'll suggest special protection and 
will tell you about the location of the gypsy's shop, if you're willing to listen. You can also pur- 
chase items from the smith if you wish (such as a shield) or save your gold for a later visit. 

If you spoke with the smith about the gypsy's shop, you can head toward Judith's bridge, then 
into Golden Lane, and finally to Unorna's shop. You can speak with Unorna for information about 
the mines and the town as well as search through her expensive items. 
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You first home is in the convent; here, you can save your game, store items in your stash, 
rest to spend experience points, and taik with Anezka. 


T 

1 . 


Be sure to bust all barrels you locate during your exploration of Old Town. 

® Some barrels contain potions and even equipment. Don't worry - the residents of 


Old Town won't mind that you're busting up their barrels! 


Return to Old Town and locate the east gate. Speak with the old man who wanders near the 
gate. Proceed into the Bonn mountains. Speak with the guards, then explore the roads ahead. 
Stop by the campfire and pick up the torch, which could come in handy during your exploration of 
the dimly lit mines. Locate the entrance into the silver mines and proceed inside. 

Silver Mines 

Use the torch from the campfire if necessary; the mines are fairly dark, particularly in the 
cramped corridors. Approach the body ahead and pick up all the items nearby. You'll also face 
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your first monster, the szlachta, similar to the one you battled in the covenant. 

Follow the path down and continue around until you locate the szlachta feeding on the 
horse. Continue to follow the paths and explore each direction. The mines aren't especially 
tough; it's important to explore all areas and collect as many healing potions as you can find. 
Eventually, you'll start finding holy water, cure poison potions, and other useful items. Stock up 
on the holy water, especially: it will help immensely once you reach Ahzra the Unliving, the beast 
currently controlling the mines and its monsters. 



Before heading into the mines, visit the inn and speak with the barkeeper for a free heaiing eiixir. 


Eventually you'll encounter a second beast inside the mines, a ghoul rat. Move with caution after 
spotting the rats; it's easy to become overwhelmed by the critters. Look along the walkways to 
spot the cracks - ghoul rats are usually hiding inside. Approach the cracks, then retreat quickly to 
trigger the rats. Try not to get surrounded, and you should have no problem eliminating the 
rodents. 
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Explore the second level of the silver mines and continue 
searching barrels and following each path to stock up on 
as many items as possible. You'll eventually reach a 
waterwheel stationed at an underground stream. Locate 
the lever adjacent to the water wheel and pull it. Look 
closely and notice that pulling the lever empties the 
stream, creating a small strip of land to cross. On the 
other side, you'll face a challenging beast, the war ghoul. 

Continue past the dead war ghoul and the water wheel 
until you locate the entrance into the third level of the sil- 
ver mines. Collect the items scattered about the entrance 
and continue into the available corridor. You'll eventually 
enter a large room, much like a cathedral. Approach the 
cathedral's center to trigger the arrival of Ahzra the 
Unliving, the beast controlling the silver mines. If you've 
been collecting holy water from the silver mines, you 
shouldn't have trouble defeating Ahzra. 

Exit the silver mines, level three; as you exit, Christof 
picks up the amulet of St. Jude. Continue back to the 
previous level and emerge onto silver mines, level one. 
Exit the mines and return to Old Town. 




War Ghoul 

The war ghoul puts up quite a 
fight early in the game, but you'll 
be surprised how fast this lumber- 
ing beast falls when you 
encounter one in later levels. 
Make an effort to avoid the war 
ghoul's melee bone attack. When 
you see him rearing for a strike, 
back off and move around to its 
back and resume striking. 


Ahzra the Unliving 

Toss vials of holy water at Ahzra - 
four or five will really work her 
over, leaving only a few melee 
blows until she falls. Return to 
town and purchase more holy 
water from Unorna on Golden 
Lane if you're can't locate the vials 
in the silver mines. 


r 
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Ahzra the Unliving awaits you at the end of the silver mines. 
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Return to St. Thomas 


Return to St. Thomas' cathedral to speak with Archbishop Gaza. 

Locate St. Thomas' cathedral near the covenant. Enter and speak with Archbishop Gaza about 
the silver mines and the amulet Christof found. 

Search the town either before or after you visit St. Thomas' cathedral. For instance, head into the 
Inn of the Four Stags and speak with the barkeeper. He congratulates you on reclaiming the sil- 
ver mines. Once the conversation ends, grab another healing elixir from the bar. 


Return to the covenant to visit Sister Anezka. 

Exit St. Thomas' cathedral and enter the covenant to speak with Sister Anezka once again. Save 
your game and exit into the next room, where Archbishop Gaza awaits you. He doesn't seem too 
pleased about your obvious affection toward Sister Anezka. Gaza orders you to patrol of the 
streets of Prague at night to rid the town of demon presence. Once finished with Gaza, exit the 
covenant and enter the Prague's Old Town under the darkness of night. 


Defend all Old Town from the monsters that prowl by night. 

Exit onto the streets and explore Prague. The trigger into the next section lies near the clock 
tower. Don't head there yet; instead, explore the town. Head toward the blacksmith and grab the 
four rats to the left and right of the door - you'll need these rats soon enough! Enter the black- 
smith shop and speak with the smith. Sell any extra swords you acquired from the silver mines. If 
you have enough gold, improve your armor or weapon. 

If you wish, you can head over Judith's bridge and into Golden Lane to approach Unorna's shop. 
Don't bother buying healing potions unless you desperately need one; soon enough, you won't 
need another healing potion. Speak with Unorna and inquire about vampire history. Exit her shop 
and return to Prague and the area surrounding the covenant. Locate the clock tower and 
encounter the three Premysl revenants threatening the Prague locals. The revenants are upset 
over Christofs involvement with the death of Ahzra the Unliving. 


Visit Sister Anezka 


Protect Prague by Night 



Gamespot Game Guide: Vampire: The Masquerade - Redemption 



Upon defeating the revenants, Christof hears a scream 
coming from inside the covenant - it's Sister Anezka! 

Enter the covenant and encounter two revenants and 
one szlachta threatening Sister Anezka. Archbishop 
Gaza is also present, but seems to be content to berate 
Christof instead of helping Sister Anezka. Defeat the 
szlachta and the revenants. Watch the dialogue 
sequence between Christof and Anezka and then the 
movie of Ecaterina encountering Christof on the Prague 
streets. 


Battling the Revenants 

Taking on three ghouls can be 
tough this early in the game! 
Attempt to lure a single revenant 
away from the group; fight each 
revenant around the corner from 
the rest of the pack. 



Visit the blacksmith after you first few quests to upgrade weaponry and armor. 
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Ecaterina turns the love-struck Christof into a vampire. You emerge inside the uni- 
versity haven, your new home. Follow the dialogue between Ecaterina and Christof as you 
move into the university. Ecaterina asks for your allegiance; resist her, and you'll encounter 
Wilheim, your first non-player character (NPC) who joins you to form a party. Wilheim has a 
quest for you, and Ecaterina reluctantly agrees. 

Recover the Nod Fragment 

Cross Judith's bridge and enter the Petrin Hill monastery. Find the Nod fragment and bring it to 
Ecaterina. 

Exit the university and speak with Wilheim. As you head down the staircase, Wilheim points out 
the haven, your new home. Enter the haven and save your game. Rest at the coffin to spend any 
accumulated experience points. 

Head toward the entrance into Judith's bridge. Stop by the blacksmith's if you wish to upgrade 
your armor or weaponry. Once on Judith's bridge, Wilheim explains your need to "feed." As a 
vampire, Christof must feed off the blood of mortals to replenish his supply used for spellcasting 
(and as a source of healing). Switch to your feed discipline and feed off the old man on the 
bridge. 

Once you cross, head right into Golden Lane. Enter Unorna's shop and purchase magical 
potions and scrolls. You can also choose to sell your healing elixirs and salves; only mortals can 
use the healing potions and, to put it mildly, Christof is no longer a mortal. 


leaving Unorna's shop, pick up a walk the abyss scroll. Walk the abyss 
x J-X. ® opens a portal back to your haven, which could prove useful during your explo- 
ration of the monastery. Before you face off against the boss, you can use the walk the abyss 
scroll to return to the university haven. There, you can save your game, rest to spend experi- 
ence points, and even explore Prague and Golden Lane to upgrade weaponry, armor, or pur- 
chase magical items and potions. 


Return to Judith's bridge and enter the Petrin hill. Approach the monastery. You'll notice some 
monks patrolling the outer courtyard. Feel free to feed on the monks, as there are no guards 
around the cause a commotion. 
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Enter the Petrin hill monastery. Once again, you can use the monks on this top floor 
for feeding. 



Archbishop Gaza orders Christof to patrol the streets of Prague. 


The Monastery 

Enter the monastery and seek to retrieve a precious fragment of the Book of Nod. 

You'll face an assortment of beasts during your stay in the monastery. The Cappodicians offer 
the most resistance; other monsters include zombies, skeletons, skeleton archers, and ghoul 
rats. Descend the stairs and enter the door into monastery, level one. 
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Follow the catwalk and encounter a room full of creatures. Combine your attacks on 
a single foe and retreat if you're too overwhelmed. Attempt to take on one creature at a 
time and make an effort to eliminate the toughest monsters first. Continue through this first 
level of the monastery and approach the mural to witness a brief cutscene. Head up the stairs 
and into the lab. Dispose of the creatures and locate the lever in the back of the lab. Pull the 
lever to open a gate in the previous room. 


The opened gate leads into another lab. Search the lab for treasure and eliminate all zombies 
and other minion. Locate another lever and pull. Exit into the previous room and locate the 
revealed corridor. Descend the staircase and speak briefly with Wilheim. Follow him into the next 
room, then take a detour into the room on the right for additional treasure. Approach the room 
ahead and enter the door down to monastery, level two. 


Continue through the door and up the stairs into the marble-floored room. Descend the stairs and 
into what appears to be a mining area. You can continue past the closed gate into a room for 
treasure. Your eventual goal lies up the wooden ramp. Ascend the ramp into the burial chamber. 
Defeat the monsters inside, grab the treasure, and pull the lever opening the gate below. 


Return to the gate and proceed through. Explore the room to the left and notice the useable 
switch on the altar. Grab the gold inside. The switch also opened a corridor in the adjacent room. 
Enter and defeat the Cappodicians. Grab the plentiful treasure, including the magical femur. 
Continue through the monastery and open the door into monastery, level three. 


Proceed ahead and spot Mercurio's door on the right. It's locked, so proceed on. Enter the door 
to the left for some treasure. Proceed up the stairs and spot Garinol's door - once again, locked. 
Approach the closed gate and spot the floor switch to its right. Use the switch and proceed 
through the newly opened gate. Open the next gate. Defeat the monsters and ascend the stair- 
case. Examine the wall closely and grab the bone key. 

Return to Garinol's door, which is opened by the bone key. Open the door into Garinol's study. 
Explore the bookcases if you wish (you'll net some gold), but your goal lies across the middle 
catwalk in the small room beyond. Defeat the inhabitants and grab the treasure, Garinol's journal 
and the Skull of the Lamia, which, as the journal reveals, opens the door into Mercurio's cham- 
ber. Return to Mercurio's door. If you have a walk the abyss scroll, you should use it here before 
you face off against the difficult boss. 
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With Mercuric defeated, pick up the Nod fragment, com- 
pleting the quest. Loot his chamber for treasure and read 
Mercurio's plot to reveal clues about your next mission. 
Exit Mercurio's chamber and ascend up the monastery 
levels and exit the structure. Feed on the monks at the 
top to replenish your supply of blood. 

Wilheim fulfills his promise and takes you by the convent 
to speak with Anezka. Watch the cutscene, then guide 
Christof and Wilheim to the university haven. Save your 
game and rest to spend experience points. Proceed 
inside the university and speak with Ecaterina to receive 
your next mission. 


Mercuric 

Use the walk the abyss scroll 
before facing this tough spellcast- 
er. Keep spread out from Wilheim 
when attacking; use disciplines to 
improve your speed, attack 
strength, and defenses. Couple 
the disciplines with Wilheim's feral 
claws. 


Kill the Golem 

Destroy the golem that terrorizes the northern quarter. 
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Exit the university and proceed into the northern quarter via the gate leading out of 
Old Town. You'll see the golem's handiwork the moment you arrive; the dead litter the 
streets, and screams can be heard in the distance. Follow the path through the northern quar- 
ter until you encounter Mendel, the rabbi's son. 



Mendel states that the rabbi is dead and that a "letter" controls the golem's activities. Proceed 
through the underpass beyond Mendel and locate the golem crumbling buildings in the area 
behind the northern quarter. 


After defeating the golem, grab the dropped shem. 

Return to Mendel and speak with him after acquiring the 
shem. You'll have a chance to spend your experience 
points once your conversation with Mendel has complet- 
ed. Mendel requests that the shem be taken to the 
Cappodicians - it's time to head back to the monastery! 

Bring the 
Shem to Garinol 

Bring the shem to Garinol outside the Petrin hill 
monastery. 

Proceed out of the northern quarter back into Old Town. Locate the entrance onto Judith's bridge 
and follow it into the Petrin hill monastery. Approach the front entrance and locate Garinol, 
accompanied by Serena. Speak with Garinol and hand over the shem. As a reward, Serena joins 
your party as a new member. 


Maqqobah the Golem 

Certainly the toughest beast you 
have faced thus far, the golem 
packs quite a wallop. Stay spread 
out as you attack with your melee 
weapons. Have Wilheim cast 
celerity and feral claws (and any 
other attack and defensive boost- 
ing disciplines you possess), while 
Christof attacks outside the 
golem's line of fire (such as 
around on the side). 


Return to Rest in Hawn 

Return to rest in the university haven and click on the rest coffin to advance. 

Exit the monastery and return to Old Town. Enter the university haven, save your game, and rest 
in the coffin. A cutscene plays, depicting Sister Anezka. Watch the cutscene and learn from 
Ecaterina that Anezka is missing and came looking for Christof at the university. Read the letter 
from Anezka. You're taken to Prince Brandi - he has a quest for you. 
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Retrieve Reliquary 

Enter Josefs tunnels in the northern quarter cemetery and retrieve the reliquary for Prince 
Brandi. 

Exit Prince Brandi's chamber and the Prague castle grounds onto Judith's bridge. Proceed back 
into Old Prague and locate the entrance to the northern quarter. Before you head into the ceme- 
tery, you may want to stock up on blood of vitae, walk the abyss scrolls, and other items. Head to 
the blacksmith's and upgrade your weapons and armor. Picking up some vials of holy water from 
Unorna will also prove useful against the cemetery boss spirit. 

Once in the northern quarter, return to where you battled the golem in the previous quest. Spot 
the wooden door and proceed through. Walk to the end of the cemetery and spot the path 
behind the statue. Follow the path down the stairs to Josef. Speak with Josef - he has a request 
before you can enter the tunnels. 

Bring Elder Vitae to josef 

Request vitae from an elder Cainite of beautiful visage and bring it to Josef in the northern 
quarter. 

The Cainite you seek is Ecaterina. Exit the cemetery and the northern quarter back into Old 
Town. Head to the university and enter. Speak with Ecaterina, and she'll hand you a goblet of her 
blood. Exit the university and return to the northern quarter and its cemetery. Speak with Josef 
once again; you'll automatically hand over the goblet. Proceed past Josef and enter Josefs tun- 
nels, level one. 

JOSEPHS Tunnels 

Follow the tunnel ahead. You can proceed through the cavern either forward or to the left. Both 
directions will take you to the same destination. Be sure to unearth the coffins to gain treasure. 
Your destination lies forward under the arch. Locate the lever on the floor and pull it; it opens a 
hidden room behind your position. Continue ahead down the stairs into an area with stone walls. 
Descend the stairs, then look for the lever adjacent to the stairs. Pull the lever to open the door 
ahead. 



-CiV 
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Follow the canal to the stairs at the end on the left. You'll 
emerge out into a sewer-like area. It's a tough battle here 
against the Nosferatu; as soon as you emerge, you'll be 
ganged up on. Attempt to lure the beasts back into the 
previous area and take them on one at a time. Boost 
your characters' attack strength and defenses with the 
appropriate disciplines. Once you have knocked off the 
beasts, continue into the dark, damp doorway that leads 
into Josefs tunnels, level two. 

You'll emerge inside a watery cavern. Follow the tunnel 
until you reach a corridor with stone walls on either side. 
Use a heightened senses scroll (or have Serena cast the 
spell) and locate the secret door. 


Heightened Senses 

The Nosferatu can be quite 
annoying with their invisibility. 
Counter their disciplines with 
Serena's heightened senses disci- 
pline. Further, you can find several 
heightened senses scrolls inside 
the tunnels. Use them when 
encountering several Nosferatu to 
counteract their preferred attack 
tactic. 
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Enter the hidden room and grab the tome of animalism and gangrel's eye (with it, 
you can spot the invisible Nosferatu when it's equipped like a weapon). Return to the 
cavern. 



Enter the secret room to acquire the gangrel's eye. 


All paths in the cavern lead to the 
same place - a set of rocky stairs 
leading up into a new corridor. 
Explore the area and grab all the 
treasure from the coffins and 
chests before venturing up the 
stairs. 

Once past Othelios, you'll 
encounter a set of stairs on the 
left and right. Take the left stairs 
to head up into Golden Lane. Use 


Othelios 

This tough Nosferatu mini-boss likes to use drawing out the 
beast, which quickly frenzies the targeted party member. 
Othelios is much easier if you lure down his Nosferatu 
guards before triggering him. Keep your party members at 
the bottom of the stairs and force them to stand in place. 
Send the lone party member to the doorway. Take one step 
into the doorway until you've triggered a Nosferatu guard. 
Lure the guard to your party, hit Regroup, and order the 
party against the lured guard. Continue until only Othelios 
and perhaps one guard are left. Once you face Othelios, 
prepare blood healing on the lead attacker to counter the 
drawing out the beast discipline. 
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the opportunity to replenish your supplies and sell off any items (you can even head 
back into Old Town and the blacksmith's if you wish). 



Back inside Josefs tunnels, head down the right staircase and speak with llig. Enter Josefs tun- 
nels, level three, through the door beyond llig. You'll enter a maze, a precursor area to the cathe- 
dral. The series of staircases and catwalks lead into separate doors, each with a colored symbol 
above the doorframe. Plaques positioned on various pillars provide hints to which door you 
should proceed through. Stop at the plaques, titled the Chronicle of Cain, and read each story. 
You can decipher the destination from the clues or locate the entrance into the following doors: 

1 . Proceed through the door with the red symbol above the doorframe. 

2. Proceed through the door with the yellow castle walls symbol above the doorframe. 

3. Walk through the door with the green three-faces symbol above the doorframe. 

4. Proceed through the door with the blue waves symbol above the doorframe. 

5. Walk through the door with the yellow 13 clans symbol above the doorframe. 

After walking through the five doors, you'll emerge inside 
a new area littered with caskets. Fight the ghouls and 
continue through the halls. When you run into the gate, 
locate a lever in the adjacent room to the left. Pull the 
lever to open the gate. Ascend the stairs and follow more 
halls littered with coffins. Search behind the caskets and 
pick up the potions and treasure. Continue to the end 
room and encounter Vaclav, a spirit guarding the 
reliquary. 

Once you have dispatched Vaclav, grab the treasure and the reliquary of St. George. Return to 
the maze and locate the door back to Josefs tunnels, level two. Proceed up the staircase leading 
to Golden Lane. Exit to Judith's bridge and proceed through the entrance into the Prague castle 
grounds. Enter Prince Brandi's chamber and speak with him about the reliquary. Prince Brandi 
offers your next quest. 


Vaclav 

Barely flinching against standard 
weaponry, its best to implement 
feral claws against the spirit 
Vaclav. Cast celerity, potence, 
feral claws, and blood strength 
and dexterity if available. Use both 
Christof and Wilheim if possible. 


Invade Tremere Chantry 

Invade the Tremere chantry hidden beneath the pharmacy on Golden Lane. 
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Exit the Prague castle grounds and return to Judith's bridge. Locate the entrance to 
Golden Lane. Visit Unorna's shop if you wish to purchase potions and scrolls. Continue 
past Unorna's shop until you locate the entrance, on the left, into Ardan's Tremere chantry. 
Enter Ardan's Tremere chantry, level one. 
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Prince Brandi sends you into the Tremere chantry. 


x^RDAN^s Tremere Chantry 

Open the door on the right, then head through the curtain ahead. The party stops at the top of a 
winding staircase; Christof comments on the unusual tree growing in the center of the staircase. 
Continue down the staircase and head into the chamber ahead. You'll encounter a group of hop- 
pers first; these annoying little creatures don't pose much of a challenge solo, but in a group, 
they can be devastating. Attempt to take them on in small groups, if possible. Search the room 
for treasure once you've eliminated the hoppers. 

^ 30 ^ 
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The room ahead contains the tough magic users, the Tremere (you'll find them in 
various forums, including neonate, regent, and apprentice). You should try not to take on 
the Tremere in groups. Lure the Tremere back to the group (tell Wilheim and Serena to remain 
behind) and take them on one or two at a time. The Tremere use a variety of spells, including a 
blast of fireball. Activate your potence and celerity spells before taking them on to hasten their 
destruction. Search their chamber for treasure. 

Proceed the halls and locate the lab on the right. Don't charge in and face the Tremere and hop- 
pers. Lure the Tremere out and take them on in smaller groups. Once complete, enter the lab 
and search the chests for treasure. You'll also find an ivory bow in the back room. Locate the 
staircase and the tunnel in the next room. The tunnel leads to Arden's Tremere chantry, level 
two; the staircase leads into another lab with several Tremere. Save your game first by entering 
level two if you wish to explore that lab - it's a tough battle, even if you're luring the Tremere out 
in singles! 




The Tremere magic users are tough foes; don't let them sit back and cast disciplines! 
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Once on level two, head downstairs into the room and spot the Tremere on the left. 

Continue through the left doorway and around the corner to combat the hoppers and the 
Tremere. Continue to use the lure technique to eliminate the tough magic users; attacking them 
in groups can prove extremely difficult. Proceed into the lab across from the staircase; head 
down the stairs and enter the prison area. Clear out the Tremere and read Arden's manifest on 
the right. Open the gate to rescue the prisoners. 

Continue downstairs into the lab (grab the index finger magic item). Continue through the halls 
and locate the entrance down into Arden's Tremere chantry, level three. 

The third level is a single, large chamber. You begin at the top of a winding staircase. Lure the 
Tremere up the stairs and defeat him with your entire group. Continue into the room and lure the 
nearby hoppers. If you venture too far from the staircase, you'll trigger the gargoyle, who protects 
the prisoner tied up ahead. The gargoyle's tough; prepare your party members with potence and 
celerity (and any other offensive and defensive spells selected). Defeat the gargoyle, then 
approach the tied prisoner. 



Enter the prison cell to speak with the nun. 
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The prisoner is Erik, who rewards your generosity by joining your group. Equip Erik 
with his war hammer (or any other weapons you have acquired). Suit him up with any extra 
armor you have received. Search the room for treasure and finish off any remaining hoppers. 
Locate the staircase down to Arden's Tremere chantry, level four. Level four consists of a single 
room containing Arden. Prepare your party members with spells and attack Arden (after the con- 
versation). 

Once you have defeated Arden, you're immediately warped to the university to speak with 
Ecaterina. Follow the dialogue choices, choosing to be humane, and eventually, you'll be ordered 
to Vienna. 


versity (head left from the university exit). Proceed through the gate to appear in Northern 
Ringstrasse. It's time to enter Vienna! 




Leave Prague through the east gate and continue your search for Anezka in Vienna. 


Exit the university (visit your haven if you wish) and locate the east gate just adjacent to the uni- 


m 



m 


CHAPTER FOUR 

Vienna Walk-through 





"Y* "f pon entering Northern Ringstrasse, spot the door on your immediate right labeled 
1^ I "Church Haven." Enter the church haven and locate the lever on the wall. Pull the lever 
to reveal the staircase into your new haven. Walk down the steps and save your game 
if you wish. You can also access your vault and rest to spend experience points. Return back to 
Vienna. 

Much like Prague before it, Vienna includes various shops and buildings, including an inn, black- 
smith, and magic shop, to visit. Proceed through the door marked Outer Stradt. Explore the 
buildings here to visit the blacksmith; upgrade your party's weapons and armor if you desire. 



The Green Frog Inn houses Orsi's triplet vampires. 



Q 


V:. 
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Exit back to Outer Stradt and find the door leading into Eastern Ringstrasse. Here, 
you'll find the Order of Hermes, a magic shop. Enter to sell any magic items you have 
found or purchase others. Adjacent to the magic shop, you'll find the Green Frog Inn, the desti- 
nation for your first quest in Vienna. 

Enter the Green Frog Inn and spot the three female vampires around the drunken man. Speak 
with the three vampires about Orsi. The vampires invite you to Count Orsi's mansion for the party 
being held later tonight. 

Attend Count Orsi’s Party 

Enter Orsi's mansion in Western Ringstrasse and mingle. 

Exit the Green Frog Inn and return to Outer Stradt. Your goal lies around the circular road that 
forms Outer Stradt. Either reach the area by walking or by taking a shortcut through Inner Stradt. 
The door you're looking for is marked "Orsi's Courtyard." Enter Orsi's courtyard and ascend the 
steps into the mansion. 

Explore the mansion. Approach the three female vampires from the Inn to trigger Orsi's appear- 
ance. Orsi mentions Luther Black and offers a quest. 

Find the 

Secret Entrance to Clock 

Travel by rooftop from the Inner Stradt to the clock face. 

Find Luther Black 

Locate the vampire priest Luther Black within Stephansdom church. 

To reach Stephansdom church and Luther Black, you must locate the secret entrance on top of 
the clock in Inner Stradt. Exit the mansion and enter the door into Outer Stradt and Inner Stradt. 
Locate the impressive clock tower along the left road. The doors at the base of the clock aren't 
active. Instead, locate a door marked "Inner House" on left side of the clock. Enter the door and 
ascend the staircases until you reach the top. Locate the window exit and onto the building roof. 



A 
} r 




Navigate the roof and ledges toward the clock tower. Approach the clock face and enter the 
secret entrance to Stephansdom. Watch the cutscene showing the sun rising and the group 
entering the clock tower. 



Before you enter Stephansdom, stock up on awaken scrolls. You won't have 
access to walk the abyss while in Stephansdom! 



The sun has risen, offering a new challenge in addition the tough ghouls you'll face in 
Stephansdom. As a vampire, you can't venture into the sunlight. Each second you stand in the 
sunlight is a second your vampire skin burns with fire. Stay out of the sunlight; further, monitor 
your NPCs carefully and don't let them walk into the sun. Steer them manually through the sunlit 
areas of Stephansdom; or, keep them back as you explore alone and advance them only as 
necessary. 



O / 
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Descend the staircase and battle the two ghouls. Proceed through the hall and 
avoid the sunlight on the right. Open the door at the end; it leads outside the clock tower. 

The sunlight here is extremely dangerous and shadowy areas are tight and narrow. Keep your 
party back at the door; don't let them advance outside. Christof alone should handle the dangers 
just outside the door. 

Battle the two rats and watch out for the ghoul with the crossbow. Take a left and encounter two 
more ghouls and some rats. Grab the gold nearby and spot the staircase leading down to the 
left. The sunlight here might nick you, so be sure to use blood healing if you're severely dam- 
aged. Approach the swinging pendulum. Spot the switch on the other side of the swinging pen- 
dulum; reaching that button is your goal. If the pendulum hits you, you'll suffer a huge amount of 
damage (and likely death). 

To get by the pendulum safely, cast celerity on yourself to increase your movement speed. Run 
by the pendulum (on the far right side) and reach the button. Alternatively, you can use a scroll 
or discipline of mist form to float past the swinging pendulum. Activate the button and stop the 
swinging pendulum to gain safe passage. 



ro Explore the staircase leading both up and down near the pendulum. The stair- 
® case up leads to some gold and treasure. Explore the staircase leading down 
into the basement for treasure and the tome of dominate. 


Once past the pendulum, proceed into the snow-covered outdoor area right of the button. 

Bypass the left path and continue forward, avoiding the sunlight if possible. Spot the levers 
ahead of you. Watch out for a ghoul to the left. Approach the levers and use the levers in the fol- 
lowing order: middle, right, left. The door opens into Stephansdom, level two. If your party is far 
behind, you don't need to call them back; simply walk into level two, and they'll regroup with you 
there. 

Once in Stephansdom, level two, proceed down the ramp and battle the ghouls. This area con- 
tains many tough ghouls; don't advance too quickly. Instead, lure the ghouls to your group and 
fight them one or two at a time. Continue left and battle more ghouls. Ascend the ramp and find 
even more. Head right into the sunlit hallway. Move your party carefully; monitor their path and 
don't let them stay in the sunlight too long. Defeat the ghoul and open the door into the structure. 
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Defeat the ghouls in the first room and gather the treasure. Continue advancing 
through the halls, moving slowly into each new room to trigger the ghouls and fight them in 
smaller groups. Eventually, you will reach a locked gate. Turn around from the gate and spot 
the mirror on the wall. A set of button reflects in the mirror; the lit buttons depict which buttons 
must be pressed to open the gate. Press the appropriate buttons to open the gate. Walk through 
and into the door accessing Stephansdom, level three. 




Proceed up the staircase, defeating the ghoul you encounter. At the top of the stairs, Christof 
spots the shadows moving - be prepared to face off against a new creature, the dark hunter. 
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Continue up the stairs, grabbing treasure and defeating 
ghouls as you move, until you reach the top room. Watch 
the cutscene as the group surveys the situation. Grab the 
items from the room (near the mirror) and advance into 
the far room. Ready yourself against additional dark 
hunters here. Turn left outside the top room and advance 
to the end of the hall. Advance slowly, so you aren't fight- 
ing too many ghouls and dark hunters at a single 
moment. 

Grab the treasure at the end and ascend the staircase. 
Spot Luther Black in the far room and enter it. 


You're offered a choice after speaking with Luther Black. You can refuse his request, and he'll 
open the roof panels pouring sunlight into the chamber (damaging you and your party significant- 
ly - perhaps even killing them) or offer to shackle him and open the roof panels yourself. 

Refusing his request restores some humanity. 

If you offer to shackle him, head up the staircase beyond the door. In the attic area, you'll find 
two levers. Place one character near one lever (and order him to remain there) and place anoth- 
er character by the other lever (again, ordering the character to remain there). Activate both 
levers by cycling through each character. The levers are on a timer, so you only have a few sec- 
onds to release them both. If successful, a cutscene plays showing the roof panels opening and 
the sun scorching Luther Black. 

Descend the stairs and start toward the Stephansdom exit. As you approach, Orsi interrupts you. 
The whole quest was a deception - and a trap! Orsi captures the party, and you wake up inside 
the Teutonic knight base. 

Teutonic Knight Base 

You begin on the fourth level of the Teutonic Knight Base; your goal is to venture up to level one 
and escape. You're imprisoned at first; however, Serena uses her powers to control a zombie to 
release the lever locking your party's jail cell. Once you gain control of the party, you're ready to 
explore level four. 



Dark Hunters 

Being in essentially spirit form, the 
dark hunters can cause some 
problems, especially in numbers. 
To ensure quick victory, boost 
Christof and Wilheim with celerity, 
potence, blood strength, blood 
dexterity, and feral claws. Any 
other attack disciplines will also 
prove effective. A lone dark hunter 
shouldn't pose much of a threat, 
but in groups of three or more - be 
prepared! 
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Escape the Teutonic Knight Base 

Engage the knights of Deutschordens Kirche and escape to the Inner Stradt. 



Serena breaks the party loose from the Teutonic base jail cell. 


Exit your cell and face off against the Teutonic knight guards. As you have with previous mon- 
sters, attempt to lure the guards one by one or in smaller groups and tackle them in easier num- 
bers. Proceed ahead into the small torture chamber; grab the sturdy axe if you wish. Continue 
into the adjacent torture cell and make every attempt to avoid huge melee battles with groups of 
knights. Search the cells for treasure; be prepared to face off against ghoul rats. 

Once you have explored the cells, proceed up the stairs and search more cells. Battle the 
Teutonic knight guards here and continue toward the stairs that lead into the Teutonic knight 
base, level three. 
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Advance into the storeroom and grab the supplies. Go right and up the ramp. Face 
off against the knights and raid the shelves for blood of vitae. Explore all these storerooms, 
advancing slowly, so as not to trigger too many knights in a single rush. Approach the stairs at 
the end and beware of the four knights that lurk inside. At the top of the stairs, you'll face a 
Tremere; lure the magic user to your group and order all your party against him. 

You'll spot a locked gate on your right and a Tremere lab on your left. Enter the lab and eliminate 
any magic users inside. Raid the lab then open the gate inside. Defeat the Tremere here and 
grab the dropped Tremere amulet opening a new quest. 


the gate. Open the gate and proceed inside to the Teutonic knight base, level two. 

The staircase on the right leads to the level's exit (eventually), but the storage rooms ahead and 
to the left offer much treasure. Teutonic knights crowd each storage room; lure them out into the 
hall and take them on in singles or doubles. Scour each treasure chest in all the storerooms for 
goods. Be sure to explore the Tremere lab for further items. 

Head up the staircase and proceed down the left hall. Defeat the knights and enter what appears 
to be some sort of conference room. Watch the cutscene as you approach and defeat the knights 
and Tremere inside. Open the treasure chest for goods. 

Exit the conference room and continue around the hall until you reach an entrance into a cathe- 
dral-type room. Seven knights occupy the room, including the tough Teutonic captain. Lure the 
knights out in doubles; once the captain emerges, concentrate your party's energies on defeating 
him quickly. Explore the chapel and grab the Ainkurn sword from the altar - it's a very powerful 
sword that drains the victim's blood with successful hits. Arm yourself or another party member 
with the sword. 

Follow the remaining hall to the stairs up to the Teutonic knight base, level one. Proceed to the 
door and exit to the base exterior. Enter the left door and follow the hall into the church. Beware 
of the tough Tremere here as well as additional knights. Head down the center of the church to 



Orvus 


Bring the Tremere amulet to Orvus in Eastern Ringstrasse. 


Exit the lab and return to the previously locked gate. Recovering the Tremere amulet unlocked 
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the end and ascend the right stairs. A group of knights await; a Teutonic captain is 
with them. Lure the knights out and defeat them; concentrate on the captain if he follows 
you. 

The gates in the room aren't operable. Head up the stairs and enter a small room with two 
Tremeres, including a lord. The Tremere lord carries some devastating spells, including the abili 
ty to freeze a party member. Defeat him as quickly as possible and clean out the room's treas- 
ure. Pull the lever to open the gate below. Descend the stairs and exit the gate to Inner Stradt. 

Head to the Order of Hermes magic shop and give Ormus the Tremere amulet. He provides 
information about your next destination, the Haus de Hexe. 

Retrieve the journal of Etrius 

Enter the Haus de Hexe and unlock the Arcanulum door to recover the journal. 
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Go to Southern Ringstrasse (door located in Outer Stradt) and approach the gate to 
the Haus de Hexe. Enter the gate and then head into the Haus de Hexe itself. Confront the 
two Tremeres and defeat them. 

Haus de Hexe 

The Arcanulum lock in the center of the room controls the door at the top of the stairs. Your goal 
inside the Haus de Hexe is to locate the three Arcanulum pieces and place each inside the lock. 
Once all three pieces are inside the lock, the door at the top of the stairs opens, providing 
access to Etrius' chamber and his journal. 

Not including Etrius' chamber, Haus de Hexe is separated into three areas; each area leads to 
one Arcanulum piece. You can complete each area in any order. 

Gargoyle Lair 

Head through the left door to enter the gargoyle lair. You immediately arrive at an intersection 
leading left and right. Head left to enter a storage room with three Tremere magic users. Defeat 
them and grab all the supplies and treasures. Proceed right at the intersection and approach the 
door. 

Open the door and walk outside. Defeat the two Tremere waiting for you. Continue into the cav- 
ern and face off against the first gargoyle in the area. Head up the ramp to grab some items, but 
your eventual destination lies forward. Face off against several gargoyles here; attempt to lure 
them one at a time (or two at a time) to your party. 

Keep moving through the cavern, encountering gargoyles in each room. Explore the prison cell 
and bust its barrels for some supplies. It's pretty difficult to get lost inside the gargoyle lair - there 
aren't too many options, and it's easy to return to the main path. Keep moving until you reach a 
large cavern with two gargoyles and two Tremere. Attempt to lure some enemies out of the room 
and take them on in the hall. Once you have cleared out the room, continue on until you spot a 
ramp leading into a reddish room - Virstania waits inside! 

Before entering the room and confronting Virstania, consider using a walk the abyss scroll to 
return to the church haven to save your game and spend experience. Use offensive and defen- 
sive disciplines before facing off against Virstania; she's not exceptionally strong, but her freeze 
spell can cause significant problems. The longer she stays alive, the greater a nuisance she 
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becomes. Ignore the gargoyle in the room and concentrate on her. Once you have 
cleared the room, grab the Arcanulum pieces on the podium and exit the area through the 
unusual niche in the back; that's a portal that returns you to the Haus de Hexe entrance. 


Place the Arcanulum piece in the lock, then approach the middle door leading into the Tremere 
laboratory. 

Tremere Laboratory 

Enter the laboratory door and spot the Tremere along the right path. Lure the Tremere to you 
and defeat them. Explore the room for supplies. Return to the main door and proceed down the 
left path. Move slowly into the lab and face off against three Tremere. Keep moving down until 
you reach a lab where the party members comment on the experiments. Defeat the Tremere 
inside and nab the potions scattered around the room and tables. 



Use the camera to spot Tremere's camping around the corner. 
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Descend the left staircase and battle the two Tremere and two Tremere apprentices. 

Continue to the staircase and up the stairs where you'll battle more Tremere. As you have 
done for most of the game, you should attempt to lure the Tremere out. Order the party to stay 
back as you slowly walk into the area; once one or two monsters are triggered, retreat to your 
party. Hit the Regroup button to reactivate the party and gang up on the one or two monsters. If 
you're luring three, you are luring too many. 

Continue up stairs and take the right path to another lab. You'll eventually arrive at two Tremere 
lords protecting another lock piece. The lords are especially tough with some high-powered light- 
ning and fire spells. Use spells to improve your party's attack and defense skills (and summon 
any assisting creatures). Once the enemies are defeated, grab the lock piece and walk into the 
portal. 

Place the second Arcanulum piece in the lock, then approach the door on the left into the 
Tremere library. 

Tremere Library 

You're immediately thrust into a left and right intersection. Spot the Tremere to the left; defeat 
them and hunt for supplies. Head right and notice the lab on the right - there's a Tremere lord in 
here. You can avoid the lab if you wish; there's nothing critical inside, and the Tremere lords are 
extremely tough hombres. 

Head down the staircase and locate another lab on the right. This one is worth exploring; the 
Tremere inside aren't especially tough (some regular Tremere and an apprentice), and you'll gain 
decent items as well as a magical weapon, the berserker fang. 

Continue down the stairs with another lab on the right. Passing by will likely alert the occupants - 
Tremere and Tremere lords. Be prepared for a tough fight; concentrate on the lords first, then 
deal with the weaker Tremere. Continue to the bottom of the staircase, where there's another left 
and right intersection. Explore to the right for another Tremere lord and some supplies or just 
head straight left (make sure to snag the chest in the darkened left room) and follow it to the end 
where three lords protect the final Arcanulum piece. Lure them out one at a time (it should be 
fairly easy) and defeat them with your group. 

Grab the last piece and walk through the portal. Place the piece inside the Arcanunlum lock and 
watch the cutscene of the door opening at the top of the stairs. 









Virstania awaits you in the gargoyie iair. 


f’’®® t® enter Etrius' chamber, but before you do, consider stripping 
x XX. • Erik of all his supplies and equipment. You'll get the items after you defeat his 
gargoyle form, but if he has anything useful, you might need it during the fight! 


Etrius* Chamber 

With all three Arcanulum pieces in the lock, head up the staircase into Etrius' chamber. Locate 
the journal on the desk. Snag the journal, and Etrius appears - and he's not too pleased! 

After a brief conversation, Etrius turns your party member, Erik, into a gargoyle. Battle your for- 
mer friend, then prepare for Etrius himself. Boost yourself and your party with attack and defen- 
sive disciplines. Etrius may summon an elemental to fight alongside him; concentrate on the 
more dangerous adversary - Etrius - first. Once you defeat both, you're offered a new quest. 
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Return to Prague 

Leave Vienna by the north gate to return to Prague. 

Exit the Haus de Hexe and return to Outer Stradt. Head into Eastern Ringstrasse before heading 
to Prague. Visit Orvus at the Order of Hermes magic shop; Orvus rewards your previous quest 
effort with a blessing. Load up on supplies and sell any extra magical items (or jewelry) in your 
possession. You may also want to stop by the weapons smith and upgrade your weapons and 
armor or sell off any unused items (such as Erik's inventory). Finally, stop by the church haven in 
Northern Ringstrasse before you leave Vienna to save your game. 

Visit Ecaterina 

Return to the university and talk to Ecaterina. 

You'll notice some changes upon entering Prague - thinks aren't quite as you left them! If you 
explore town, you'll notice fires, screams, and rubble about. The university wasn't spared, either; 
approach the university and enter. Speak with Ecaterina about the current state of affairs, and 
you receive a new quest. 

Infiltrate Vysehred Castle 

Exit Old Town through the South Gate and continue your search for Anezka within Vysehrad 
Castle. 

Enter your University Haven to save your game before heading out to the South Gate. You 
should also take the time you replenish your supply of blood (and your party members). The 
townspeople are no longer protected by city guards; feel free to feed and energize your party for 
the tough battle ahead. 

Locate the Vysehred Mountains exit (near the convent) and approach the castle. Watch the cut 
scene of the small group outside; walk toward the left side of the castle to enter inside. 

Vysehred Castle 

Move forward from the start position; some chunks from the ceiling fall before you. A couple 
Tzimisce attack; these vampires can summon creatures (usually szlachta) to assist. They also 
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possess some fairly dangerous spells. When you encounter them later in the castle, 
be sure to protect yourself against frenzy or madness, or confusion will overcome your 
party. When you spot the Tzimisce, eliminate them as soon as possible to counter their spells 
and summoning powers. 



Speak with the mob outside Vysehred castle. 


Explore the storage room on the left. You'll find a council proclamation letter here; locate these 
throughout the castle for background and story information. Return to the main room and head 
up the staircase. Battle the beasts up at the top and grab the treasure. Return to the main room 
and proceed into the right storage room. 

Watch out for more Tzimisces here as well as the second council proclamation letter. Continue to 
the right path and through the halls. You'll encounter revenants, more szlachta, and an occasion- 
al rat or two. As you're moving through one of the narrower halls, beware of the war ghoul that 
emerges from a small niche. You faced the war ghoul in the first dungeon; you shouldn't have too 
much trouble with him this time. Hit-and-run attacks work well if you're a strong melee fighter; 
dodge his weapon's strike to minimize damage. 
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Locate the path leading down near the war ghoul. You'll encounter some wolves and 
Tzimisces. Continue through the rooms and face off against two war ghouls; don't move 
quickly, and you can battle them one at a time. Finish off the war ghouls and the nearby 
revenants, then proceed toward the door leading into Vysehred castle, level two. 



Though it appears you've reached a left and right intersection, the right path leads nowhere. 
Head down the left path toward the war ghouls in the distance. Move slowly to trigger any other 
nearby monsters so you can minimize the number of opponents you'll face at once. In all, you'll 
face three war ghouls along this path. Use disciplines to increase your strength of defense and 
concentrate the party's weaponry or spells on a single ghoul. 


Explore the storage rooms near by; grab the Hands of Destruction tome from the altar and rum- 
mage through the barrels and chest for additional supplies. Continue down until you reach the 
library area; face off against a war ghoul and Tzimisces here. At the fork in the path, head right 
and battle one more war ghoul on this level. Follow the hall to the top of the stairs and enter the 
door leading to Vysehred castle, level three. 
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Use a walk the abyss scroll before venturing toward the Vozhd on level four of Vysehred castle. 
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You'll encounter Tzimisces soon after you arrive; beware 
of their ability to frenzy your party members with their 
disciplines! At the intersection leading left and right, head 
to the right first and grab the treasure. Continue left to 
proceed down the balcony. More Tzimisces await you at 
the bottom; once again, beware of their ability to frenzy 
your party quickly. Proceed toward the door (watch out 
for the wolves that appear from the left and right). Grab 
the treasure from the small rooms flanking the door. 

Walk through the door and encounter the Vozhd. 
Consider using the walk the abyss scroll here; Vozhd is a 
tough fight and the last for this 
mission. 


Fo You're about to be sent to London. 

® Before you approach the steps, use 
the walk the abyss scroll and return to your 
haven. Put all useful items (including those from 
your party) in your stash - especially magical 
items! Equip Christof with anything else you 
wish to keep. 


Vozhd 

Defeating the Vozhd requires 
avoiding his devastating grab 
attack - the beast can scoop up a 
party member and devour him (or 
her) on the spot! You should be 
sufficiently equipped by this point; 
weaker party members should 
concentrate on attack disciplines, 
while the melee brutes strike away 
at the Vozhd. Trigger the Vozhd 
on Christof (or whichever charac- 
ter you're controlling) and walk 
away, letting other party members 
attack the beast without retalia- 
tion. When you return to attack, 
back off after each blow to avoid 
the Vozhd's powerful blows. 

Ready awaken scrolls in your 
quick item slot in case a party 
member falls in battle (you must 
quickly replenish him with blood if 
he is to survive for long). 


After you have defeated the Vozhd, clear out any remaining items in the room and approach the 
far exit leading into Vysehred castle, level four. Approach the steps and encounter the "new" 
Anezka. During your conversation, the castle begins to crumble rapidly, and you're caught under- 
neath a column. The next time you open your eyes, it's 1999, and you're in London. 





CHAPTER FIV'E 

London Walk-tlirout^ 



’^'w^j'atch the cutscene of Christof awaking from his extended sleep. A startled lab worker 
» la/ fires off some shots at the disoriented vampire; the weak lab mortal is no match for 
7 w Christof, even in his weakened condition. You gain control of Christof inside this lab 
and warehouse and a new quest presents itself. 


Escape from Society of Leopold 

Free yourself from the clutches of the vampire hunters and escape to the streets of London. 


Society of Leopold 

You begin in the depths of the Society of Leopold, on level three. Grab the pistol in front of you. 
Equip the weapon if you wish, but you can explore the room and recover former equipped and 
Prague stash items. If you brought along a great sword or any other useful equipment, find it 
within the room and equip yourself. You'll also find a plasma bag (a new version of the blood of 
vitae) as well as an entry in Allatius' journal, which, along with the computers scattered about, 
helps you get caught up on the last few centuries. 

Exit through the door and encounter three more lab workers. The lab workers toss vials of holy 
water, cast low-level disciplines (which basically harm you equivalent to the holy water), and can 
carry stakes or light weapons. Stakes can inflict the most damage if you are without good armor 
or a heart shield (all must have been placed in your inventory or stash before arriving in London) 
Keep your blood supply high and prepare to use blood healing frequently to counteract the holy 
water and enemy disciplines. 
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Explore the floor; it's not very complicated. Walk up the stairs and explore the stor- 
age room on the right. Be sure to rummage through each locker and container to search for 
plasma bags, cash, and other useful items (including ammunition required for most modern 
weaponry). 

After exploring the storage room, enter the door on the left-hand side. Here, you'll find a second 
enemy, the soldier, usually equipped with a heavy weapon (shotgun or flamethrower), but he can 
also be found wielding a stake. Proceed to the door ahead and face off against more lab work- 
ers. Use the nearby computer to check its e-mail. Enter the surgery room and dispatch more 
workers. Return back the way you came and locate the two soldiers near two doors. 
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Christof awakens inside the vampire hunters' iaboratory. 


Both doors lead into storage rooms; both include soldiers! Once you have explored all the stor- 
age areas, walk to the end of the hall. You can't go through the door ahead just yet. Explore the 
doors to the left; one includes a switch that opens that locked door. Rummage through the con- 
tainers for any useful items. Head through the forward door and encounter more enemies. 
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Look inside the storage room with the cells. Two levers adjacent 
to the door open the cells. When you're finished, continue onward to Society of 
Leopold, level two. 

Defeat the lab worker and proceed into the door ahead. The first area of the second level is basi- 
cally a set of storage rooms interconnected by a few populated halls. Explore all the storage 
rooms; there are more enemies on this level, so take care not to trigger too many at once. 
Remember that most carry long-range weapons like pistols and shotguns, so just because you're 
far away from an enemy doesn't mean he doesn't have a shot at you. 

Your goal lies down the main hall. Follow it down to a larger area with many enemies. It's difficult 
to take on too many enemies at once. You can attempt to lure some (the lab workers), but most 
of the soldiers will hold their position, content with taking shots at you with their shotguns and 
pistols. Use disciplines to improve your defense (or attack strength) and be prepared for ample 
blood healing to survive the encounter. Walk to the end of the hall to enter the Society of 
Leopold, level one. 
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Hit the switch ahead to open the door. Beware of the soldiers waiting outside. Don't 
bother with the doors here yet; ascend the stairs and encounter additional soldiers. Take 
time to explore the offices; but expect a fight each time you enter one. Rummage through all 
the suitcases and containers to grab all available items. Continue to the end of the hall and enter 
the final office, containing Father Leo Allatius. Choose to fight the man or destroy the blood vats 
on the right side of the wall. Father Leo isn't especially tough, especially if you brought some 
decent melee weapons from Prague. 


Once he's defeated, the door at the bottom of the stairs opens. Retrace your steps down to that 
door; there are more soldiers waiting inside, so move with caution. Approach the door at the end 
of the hall and exit to west London. Your conversation with Leo opens a new quest that spans 
your entire stay. 


Find the Source of the Shipments 

Explore London for clues about the shipments of earth from Prague. 

Walk out onto the rain-soaked London streets. Continue down the road until Christof encounters 
a mugger. Watch the cutscene of Christof retaliating against the mugger and stealing his clothes 
- now Christof looks the part in 1999 London! Explore the London streets until you find Club 
Tenebrae. Enter and speak with Pink, over by the bar. Pink offers a new quest and his services 
in your party. 

Infiltrate the Setite Liar 

Infiltrate the Setite haven hidden within the theatre in east London. 

Exit Club Tenebrae with Pink in tow. Look near the club for the entrance to the Magpie curio 
shop. Enter and speak with Sumner Montague. He deals in scrolls, potions, and magic items. 
You likely aren't overflowing with cash, so purchase what you can and sell any items recovered 
from the Society of Leopold. Exit the curio shop and search west London for the underground 
subway to east London. 

Follow the stairs on the left down to the docks. Explore the docks until you locate Otto's van 
adjacent to the bridge haven. Click on the van to summon Otto, the weapons dealer. Sell off any 
items you don't need and upgrade your equipment as needed. Make sure Pink is equipped as 
well. You may want to purchase extra equipment to give to your soon-to-be party member, Lily 
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from the brothel. Once you are finished with Otto, enter the bridge haven to the 
right; this is your new London home. Rest to spend experience points, then save your 
game before continuing onward. 


r ^ 



CuRjo Shop - 



Don't forget to visit the curio shop to repienish your suppiy of piasma bags! 


Locate the brothel in east London (up some stairs in a cramped alley). Talk to Lily inside to gain 
another party member. Be sure to give her some armor and equipment. 


T 


IP: 


The brothel contains lots of unarmed humans - perfect for feeding. Before head- 
ing into the Setite temple, explore the brothel and feed at will. 


Continue through the brothel into the theater area. Walk down into the storage room and locate 
the switch on the left hand wall (near the bottom). Use the switch to move the large picture open- 
ing the way into the Setite lair. 



Open the doors ahead and approach the three-way intersection. Head left and encounter your 
first batch of Setites. These somewhat fragile vampires carry swords, incinerators, grenade 
launchers, and an assortment of other weapons. 



f f 
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Locate the lever in this left room and pull it. Return to the main room. You can 
explore the right room if you wish; some Setites lurk here as well as some items. When 
you're finished, proceed through the middle door. Take the left path and prepare to deal with a 
Setite with a grenade launcher. Be prepared to use blood healing if the Setite scores successful 
hits with the grenades. 



Follow the hall to the end and use the switch (after dealing with the Setites). Grab the loot from 
the room and return in the other direction to follow the right path. Encounter six Setites. It's 
inevitable you'll get overwhelmed. Concentrate your attention on the Setite, or Setites, that pose 
the largest threat. Battle any Setites carrying assault rifles, incinerators, or grenade launchers 
first, then move against the Setites with lighter weaponry. Head right down the stairs and 
encounter another large group of Setites. Funnel them into the doorway. Once finished, locate 
the door leading down to Setite temple, level two. 
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Run across the wooden bridge; fireballs shoot out from 
the sides, so don't hesitate. You can head either left or 
right here; the switch in each room opens the door in the 
opposite side room. Enter the opened door and proceed 
down into the main room. The exit lies on the left side. 
Battle the two Setites and face more in the room. Go 
down the hall where vipers and Setites guard the switch. 
Use the switch, opening the gate to the fire bridge in the 
adjacent room. 


Cross the fire bridge and touch the switch at the end. A door in the room opens. Grab the Tome 
of Obfuscate and hit another switch, opening a door in the large, main chamber. Proceed through 
the open door and face more Setites. Follow the hall; spot a Setite on the right, then proceed to 
the left and open the door. 

This room is especially tough because the door closes behind you preventing an escape. Make 
sure all party members are through the door, or you could get overwhelmed quickly. Once you 
have defeated the vampires, follow the path to the end of the hall (watch for more Setites here) 
and enter the door to the Setite temple, level three. 

You face a battle immediately upon entering the third level. Two doors lie left and right - both are 
locked. Head up the stairs and follow the ledges to each switch; pull the switches to open the 
doors below. Head through either opened door. Follow the ramp into a room with columns. Many 
Setites wait here; concentrate your energies on the toughest foes. There are also snakes around 
to make your job even more difficult. 

Enter the next room and prepare for another tough fight. Locate the exit up the stairs leading into 
the Setite temple, level four. 

Follow the stairs down and head to the right. Approach the Setite Temple boss, Lucretia. Speak 
with her and defend Lily if you wish, then battle her. Lucretia isn't especially tough. If you're a 
melee brute, just pound away and activate feral claws, celerity, and potence or use your standard 
weapon. If you're a spellcaster, use your most destructive disciplines, summon an elemental or 
soul, and use fire spells to combat the Setite leader. Either way, she should go down quickly, but 
she disappears in a burst of snakes, and a new quest presents itself. 



Redemption 



Setites 

The Setites with incinerators and 
grenade launchers are the biggest 
threat. Further, most Setites will 
attempt to cast eyes of the ser- 
pent on your party members to 
freeze them in place. If you're 
frozen, switch to a different party 
member to ensure the Setite is 
taking blows. 
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Find Lucretia^s Heart 

Retrieve Lucretia's heart from the Tower of London in east London. 

Retrace your steps out of the Setite temple and exit back into the brothel. Take time to replenish 
you and your party's blood supply from the girls in the brothel. Exit back out onto the London 
streets and take time to hit Otto's van and the curio shop in west London. Stop by your bridge 
haven to save your game. From your bridge haven, turn left and follow the docks to the end to 
spot the entrance into the Tower of London. 


Tower of London 

Head forward and encounter the first of many egg sacks - small ghoul spiders are released, but 
they shouldn't pose much of a threat to your party. Turn left and follow the halls and rooms into 
the torture chamber. You'll encounter large ghoul spiders along the way; once again, they're not 
too tough and shouldn't pose much of a threat. Check the chests and coffins inside the torture 
chamber. Exit to the left and follow the hall around. Turn right and spot the treasure. Head inside 
and turn left to enter the Tower of London, level two. 



Be prepared to face many spiders, rats, and wraiths inside the Tower of London. 
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Move forward slowly; the first room contains spiders and wraiths, the most powerful 
monsters in the tower. Explore the room and the large, dark storage room nearby. Proceed 
forward and encounter more spiders. You'll reach a left and right intersection. Head right for 
some wraiths, then left into the dark supply room to locate the stairs up to the Tower of London, 
level three. 



Head right from the start of Tower of London, level two, and enter a torture cham- 
ber with cells. Wraiths wait inside, but you'll find some treasure for the effort. 


Proceed up the stairs and deal with the spiders. Enter the nearby dark supply room and 
encounter wraiths. Continue into the next room (two spiders and a wraith) and into the room 
beyond for more combat. Run your mouse cursor along the wall to locate the secret door. Push 
the switch nearby to open the door. Inside you'll find the monocle of clarity. 

Enter the next chamber and the gate beyond. Battle some wraiths and grab the treasure. Head 
up the flights of stairs to enter Tower of London, level four. 
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Open the gate and proceed into the curved chamber to locate Lucretia's heart. Pick 
up the heart, and vipers emerge and attack. Retrace your steps out of the Tower of 
London. 



Return to Lucretia 

Barter with Lucretia to learn the location of the shipments and free Lily of her blood bond. 

As you exit from the Tower of London and approach your bridge haven, a werewolf emerges 
from behind a fence. The werewolf is fierce and likely one of the toughest beasts you've faced 
thus far. The werewolf will probably target you, so you can retreat off the attack and let your 
party members get in some blows before the werewolf targets another member. Also, before 
approaching the fence, cast feral claws, celerity, potence, and any other spells that will assist in 
damage and defense. 



The werewolf is the toughest opponent you've faced so far! 

Boost your party's speed, attack strength, and defenses with discipiines. 
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Once the werewolf is defeated, continue on to your bridge haven and rest (to spend 
experience points) and save your game. Take a visit to Otto's van and the curio shop to sell 
off unneeded items and stock up on plasma bags, awaken scrolls, or any other useful items. 
When finished, return to the brothel. 

You'll find the brothel empty and a Setite waiting at the temple entrance. You're immediately 
warped to the Setite temple, level four. Locate Lucretia down the right-hand hall and approach 
her. Follow the conversation - your party hands over Lucretia's heart in exchange for the informa- 
tion - then, prepare for a battle. Despite the gesture, Lucretia wants a battle anyhow; she trans- 
forms into a huge cobra. Battle Lucretia just as you did before. Once you have defeated her, 
eliminate the Setite carrying Lucretia's heart. Choose to drink the heart (for a loss of humanity) or 
destroy it. The information provided by Lucretia opens a new quest. 


^®f®3ting Lucretia gives Christof the serpentis discipline. Most serpentis spells 
x JLX,. • ai-0 similar to other disciplines; for instance, eyes of the serpent works like awe 
and tongue of the asp works like thief of vitae. The serpentis spells carry no attribute require- 
ment, though; if you haven't attained their counterparts (especially tongue of the asp), be 
sure to acquire them from the serpentis group. 


Sneak aboard the cargo ship St. Magdelina in east London to gain passage to America. 

Retrace your steps out of the Setite temple or simply use a walk the abyss scroll to immediately 
return to your bridge haven. Save your game and rest to spend experience points. Make one last 
trip to Otto's van and the curio shop, then head to the docks and locate the wooden plank 
entrance into the barely visible cargo ship. 

Head forward into the cargo hold and watch the cutscene of the Nosferatu battling the cops. Kill 
the Nosferatu and speak with the Interpol agent. Watch the concluding cutscene as the ship sails 
to New York. 





CHAPTER SIX 

New York Walk-tliroiieii 




ou begin in downtown New York, dock area. Advance toward the man ahead; speak with 
him, George Thorne of the FBI, and he'll be fooled by your phony Interpol identification. 
You also receive your first quest, which occupies most of your stay in New York. 


Get the Warehouse Access Codes 

Explore the streets of New York to gain information about the access codes. 




^ r 
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Continue up the street (speaking with the homeless woman if you wish) and 
approach the Nosferatu street brawl. Defeat the Nosferatu and free Samuel, who joins your 
party and tells you of Dev/Null, a local computer expert who could provide information regard- 
ing the codes. 

Keep moving up the street and spot the Gun Haven shop on your left. Enter the shop and sell off 
any unneeded equipment. Take the time to equip Samuel with armor and weaponry. Exit the gun 
shop and spot the ladder in the alley across the street. Climb the ladder into Dev/NuN's apart- 
ment. Enter the spare room and save your game. Approach the main room and speak with 
Dev/Null to gain a new quest. 


Walk forward into the sewer tunnel and continue past the right turn (prepare to battle rats and 
spiders). Continue and face off against the Uzi-packing Nosferatu, who, as in your previous 
encounter with them, will occasionally turn invisible to make battle more difficult. 

Follow the left hall (watch for Nosferatu and rats inside) and head down the stairs. Grab the 
items from the platform; there are more stairs below, but you can't advance beyond the bottom. 
Return to the machinery and turn the two release valves; the valves open a door in the previous 
intersection. Return and proceed through the open door and enter the storage room ahead. Grab 
the items and defeat the various rats and spiders standing in your way. Head up the stairs on the 
left. 

Follow the hall (there are more supplies on the right) and prepare to battle many Nosferatu. Grab 
the treasure and enter the tunnel into the sewers, level two. 

Proceed forward across the bridge (watch out for the fireballs). Go down the steps and follow the 
hall past the right turn into the supply room. Grab the treasure and the Tome of Protean. Return 
to the bypassed right turn and enter the far room, which contains an ominous generator. 


Attach Transponder Uplink 


Find FBI CC line #204 in the sewers beneath the city. 


Exit the streets and use the manhole to descend into the sewers. 





Use the release valves to open a nearby door. 


There are two paths leading from the generator room, and both are blocked by bursts of electrici- 
ty. Place a party member next to the two valves (marked "Circuit Valve") and the others near the 
electric obstruction. Use the one party member to turn the two valves; the electric current will dis- 
sipate briefly, but it's enough time to move someone (or others) across. 

Continue to a room at the end (which intersects both paths from the generator room). Defeat the 
beasts inside, then locate and turn the circuit valve #3 (and the other valves again) to switch off 
the power. Regroup your party and enter the subway station, which was blocked by one of the 
currents. Follow the tracks and spot the tunnel leading off to the right. 


ro You can ascend up to the subway platform if you continue down the tracks to 
® the steps at the end. There are some Nosferatu on the platform, but they 
shouldn't pose much of a threat. Search the wall along the platform for crates and boxes 
containing treasure. 



A 
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Go down the tunnel to a room littered with monsters. Walk through the left exit to 
proceed down to the sewers, level three. 

Move forward (the right-hand tunnel contains spiders) to the four-way intersection. Head left until 
you spot the small opening to the right. Lure the Nosferatu inside out to your party - don't charge 
in there! The Nosferatu are adept at drawing at the beast spells and will have your party frenzied 
and dead in no time. Lure out the first few Nosferatu, then enter and battle the rest. 

Follow the stairs down into an area littered with mushrooms. Locate the exit to the left (grab the 
room's treasure contents before moving on) and encounter more tough Nosferatu opponents in 
the hall. Continue through the exit to the right. Battle the Nosferatu and continue to the left. 

Cross the grated catwalk to the left. 

Follow the tunnel (spiders and Nosferatu abound) until you spot a right entrance. Treasure lurks 
below, but you must deal with a host of rats. Grab the goodies, then return to the hall and contin- 
ue into the large water-filled chamber. 


a walk the abyss scroll and return to Dev/NuN's apartment to save your game. 


Board the skiff and cross the chamber. You'll face the first albino alligator by itself, but three oth- 
ers lurk nearby. Keep your party back as you advance and attempt to lure the next alligator. 
Avoid fighting more than one at a time; the alligators are tough beasts that can cause significant 
damage in a single bite. With the 'gators dead, continue ahead and down into the sewers, level 
four. 

Approach the Underprince, surrounded by rats. Advance slowly and try not to trigger the 
Underprince so you can tackle some of the rats. Once the Underprince is active, prepare for bat- 
tle quickly. He turns invisible, so activate an eyes of the beast spell if available. Disciplines that 
drain vitae can prove effective against the Underprince, as most of his power comes from his 
spellcasting. Once you have defeated the atrocity and the rats, you're free to pass. 

Follow the hall and turn left to spot the CC line #204. Press the line to place the transponder. 

Use the nearby elevator to return to New York, in the uptown section. 
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Place the transponder on CC line #204 before leaving the sewers. 


Before heading back to the docks area, visit the New Moon Shop (to the right) and talk to 
Emelia. Purchase new supplies, if needed, and sell off any unneeded equipment. Explore the 
uptown area if you wish; when you're finished, locate the cab and return to the docks area. 

Use your haven to save your game and spend experience points. Speak with Dev/Null to gain a 
new quest. 


Use the Access Codes 
TO Enter the Warehouse 


Use the access codes to enter the warehouse in the docks area of New York. 


Exit Dev/NuN's apartment and follow the street to the homeless woman you passed earlier in 
New York. Across the street from the woman, you'll find the steps leading into the Giovanni ware- 
house. 
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Giovanni Warehouse 



You'll face the Giovanni early in your visit to their warehouse. The Giovanni employ mostly 
plague wind and summon soul disciplines - and most are usually carrying high-end weaponry, 
like grenade launchers, rocket launchers, incinerators, and miniguns. 



Get the Waretieyse Acceii Cedei 


Mtich Transponder Uplink 


Use Access Codes to Enter Warehouse 


Enter the Giovanni warehouse with the access codes. 


Go through the door into the large room and beware of the Giovanni on the left. Enter the door 
on the right. Two Giovanni located in the next room, with one on the ramp to the right. The hang- 
er door ahead is locked; walk up the ramp and turn left toward the balcony. Pull the switch out- 
side to open the hanger door. Prepare yourself - Giovanni arrive below once the hanger door is 
opened. 

Enter the warehouse and clear out the Giovanni. Enter the door on the far right and use the key- 
pad inside. Walk over to the left door and enter. Proceed into the next room and speak with 
George Thorne, the FBI agent encountered when you arrived to New York. 




/ 


/' 
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Locate the exit on the left and fend off two Giovanni. Follow the path through a few 
more rooms and fight additional Giovanni. Eventually, you'll enter a door on the left with a 
rocket launcher-wielding Giovanni standing on the other side. The rocket launcher can inflict a 
lot of damage quickly; disable the Giovanni with an awe spell or just advance quickly and pound 
him with a melee weapon or feral claws. Enter the door beyond to descend to the Giovanni ware- 
house, level two. 


Descend the ramp and enter the hanger door. Continue to the overlook and spot the door to the 
right. Enter the room and locate the lever on the left wall. Pull the lever. Move outside and 
descend the stairs. Watch out for the Giovanni down here; they'll likely surround you, and a rock- 
et-launching Giovanni is among them. 

Cross the room into the opened door. Battle the Giovanni around the corner and use the door on 
the left. Ascend the stairs and beware of the Giovanni on the right. Enter the door on the left into 
the conveyor room. Look out for the Giovanni to the left and the right. Enter the storage room on 
the left and pull the switch inside. Grab the Tome of Mortis before you leave. 

Exit through the open door near the conveyor belts. Defeat the Giovanni inside. Head around to 
the belt next to the doorway (don't forget the crate) and follow the hall to the door. Enter the large 
room and exit to the left; be prepared for the rocket launcher Giovanni. Enter another big room 
and battle the enemies. Cross to the door and enter the lift into the Giovanni warehouse, level 
three. 


Head down the ramp and combat the Giovanni at the bottom (a rocket-launching Giovanni lurks 
to the left). Head left and approach the double doors on the left. Enter and kill the Giovanni 
guards inside then approach the desk of Allesandro Giovanni. 


Before you speak with Allesandro Giovanni, strip Pink of all his useful items and 
Jl. J-X. • equipment - simply discard them in the room if necessary! During your conver- 
sation with Allesandro, Pink betrays you a disappears into the night. 


Speak with Allesandro Giovanni and select any dialogue choice. Sometime during the conversa- 
tion, Pink leaves the party and jumps onto Allesandro, eventually killing him. Your old friend 
Wilheim enters and claims Pink is a traitor; Pink quickly escapes, and Wilheim replaces him in 
your party. Search the desk and acquire Big Al's ledger to open a new quest. 
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Enter OrsEs Penthouse 

Find and gain entry into Orsi's penthouse in the Barclay South located in New York's uptown. 


r 

i 

PETltHOifSE SuitE 




>6 

D 





j 


Explore Orsi's penthouse to find clues about Lily's past. 

Before you leave the office, snag the Hand of Conrad from behind Allesandro's desk. Exit the 
office and take the elevator on the left back to the Giovanni warehouse, level one. Retrace your 
steps back to the level one entrance (watch the cutscene of the party, noticing George Thorne's 
absence) and return to Dev/NuN's apartment to save your game. You should also visit the Gun 
Haven shop to outfit Wilheim with weaponry and the New Moon shop in Uptown to purchase 
supplies or sell unneeded items. 

Head uptown if you already aren't there; use the cab in the docks area to load the uptown area. 
Follow the streets to the Barclay South. Enter the door into the lobby of Barclay South. Approach 
and speak with Fred Varney. 

Continue into the lobby and use the elevator on the left. Press the switch near the floor marked 
"Orsi's Penthouse." Once you arrive in the penthouse, explore and grab the blood palette to trig- 
ger Lily's memory. 
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Find Alexandra 

Locate the Barclay South storage room and talk to Alexandra. 



Use the elevator (and switch) to return to the Barclay South lobby. Exit the hotel and follow the 
sidewalk around to the hotel's rear. Locate the back door of the hotel marked "Barclay South 
Storage Room." Enter to reach Alexandra's study. Speak with Alexandra Ruthven, currently 
painting. During the conversation, the Ventrue attack. Retaliate and resume your dialogue with 
Alexandra. Before you leave, grab her painting. 


Infiltrate Orsi Factory 

Infiltrate Orsi's Factor in New York's uptown area. 

Follow the road to its end (past the demolished church) to find two Ventrue guards in front of the 
factory entrance. Speak with the guards to automatically show them Alexandra's painting; the 
guards usher you inside the factory. 
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You begin at the bottom floor of the factory and must make your way to the top 

using the ramps that connect each floor. Head left into the misty area and up the ramp to 

locate the door into the factory, level one. 




Find Orsi's office in the upper levels of the factory. 

Kill the Ventrue on the left; the Ventrue aren't especially tough and employ dread gaze and awe 
often to confuse and disable your party members. Head up the stairs and forward across the cat- 
walk. Ventrue occupy the rooms below; walk down the steps and kill them if you wish and gather 
the treasure located in each room. 

Follow the catwalk to the steps at the end. Descend the staircase and continue forward to face a 
war ghoul and Tzimisces. Clear out the room's treasure and continue around the corner to anoth- 
er war ghoul and Ventrue. Explore to the end and locate the door into the factory, sub-level two. 

You're now back in the first room, but on a ramp higher in the room. Follow the walkway to the 
door into the factory, level two. 

Grab the loot inside the room and eliminate the Ventrue. Follow the hall into the right turn and 
continue to the staircase. Ascend the stairs and head left. Prepare to battle a war ghoul and its 
minions. Grab the Tome of Dominate before you leave the room. 

Follow the hall into the right-hand room; defeat the Ventrue and ghouls inside. Continue down 
the hall (watch for Ventrue on the right) until you reach a crowded room with two war ghouls. 
Concentrate on the war ghouls first and attempt to fight one at a time, if possible. Continue past 
the beasts once they're defeated and head down the catwalk to the factory, sub level three. 

Again, you're back in the first room on a higher ramp. Continue along the walkway until you enter 
the door to the factory, level three. 

Head up the stairs on the right and along the right side of the room. Here, you'll face Tzimisces 
and war ghouls. 


Don't neglect to explore the left side of the staircases. You'll face light opposition 
X XA ® (some Ventrue) and can rummage through some treasure for your efforts. 
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Follow the tunnel on the right. Proceed forward to the war ghouls and Tzimisces. 

Explore the two storage rooms nearby to collect goods. Proceed up the stairs and across 
the room. Proceed to an exit on the left side of the room and locate the door into the factory, 
sub-level four. 

Move along the ramp until you enter the factory office. Spot Orsi standing by the window. Speak 
with Orsi and prepare for battle. Orsi isn't especially tough; you should have little trouble as a 
specialized melee fighter. If you're a spellcaster, drain Orsi's vitae and improve your attack and 
defensive rating. Summon a creature or initiate feral claws and pummel Orsi into submission. As 
you eliminate Orsi, Christof picks him up and tosses him out the office window into the factory 
below. 




Talk with Count Orsi - then, prepare for a fight! 


Return to the bottom floor of the factory and exit to the uptown area. Approach Zal, Kazi, and 
Teta, last seen in Prague. Speak with them and threaten them into revealing the location of 
Vukodlak. 
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Destroy Vukodlak 

Defeat the Tzimisce Methuselah Vukodlak in his Cathedral of Flesh. 



Watch the cutscene depicting uptown New York, midnight, and Vukodlak emerging from his 
tomb. Head to the church, located near Orsi's factory. Open the gate and walk around the back 
of the church. Locate the staircase down and enter the Cathedral of Flesh. 


The Cathedral of Flesh 

Follow the hall and encounter a series of war ghouls and Tzimisces. Move slowly so you aren't 
overwhelmed: take on one beast at a time. Continue down the hall until you encounter the lum- 
bering Vozhd on the right. You have met this tough beast before. Use hit-and-run tactics while 
other party members attack with spells or ranged weaponry. The Vozhd can kill in a single blow if 
he manages to grab one of your party members. Be prepared to use awaken to restore a party 
member's existence. Grab the treasure from the room and continue through the left turn. 



You'll encounter war ghouls, demonhounds, and Vozhd inside the Cathedral of Flesh. 



"72 
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Face two more war ghouls. Grab the Tome of Animalism from the altar. Follow the 
hall ahead into the tunnel leading to the Cathedral of Flesh, level two. 

Follow the walkway and face several war ghouls. Continue ahead and spot Libussa on the left; 
speak with her if you wish. Continue forward and battle two demonhounds. Three war ghouls 
wait beyond the demonhounds. Prepare yourself by replenishing blood and activating attack and 
defensive disciplines. 


Proceed along the walkway until you reach a large room filled with demonhounds and another 
Vozhd. Trigger the demonhounds first (as many as possible) to get them out of the way. Then, 
battle the Vozhd as you did before. Prepare to use Awaken scrolls or spells to resurrect your 
slain party members. 

Continue to the hall beyond and spot Vukodlak in the distance. Use a walk the abyss spell or 
scroll and return to Dev/NuN's apartment and save your game and spend experience points. You 
may also wish to purchase powerful weaponry, durable armor, and replenish your supply of plas- 
ma bags. When ready, approach Vukodlak to initiate conversation. 



Surround the large Vozhd, but avoid his bone-crushing grab attack! 
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Redemption 



Defeating Vukodlak for the first time sends you into the 
Cathedral of Flesh, level three. Head forward and defeat 
the scattered war ghouls and demonhounds. Enter 
Anezka's memory chamber. Click on each "Diary 
Speaker" to learn Anezka's story. Once all the diaries 
have been heard, the portal opens on the far side of the 
room. Proceed through and speak with Libussa. Ask for 
her assistance and proceed beyond the opened portal. 

Search the boxes in the room for decent weaponry. 
Continue ahead into the tunnel leading back to the 
Cathedral of Flesh, level one. 

Follow the hall (you've been here previously) into the 
cathedral's main room. Here you'll face off against 
Vukodlak again, this time named Zulo. Use a walk the 
abyss scroll before the battle him and save your game. 
Battle Zulo as you did Vukodlak, though Zulo eschews 
spells for sheer melee dominance. Use your strongest 
attack disciplines. Also, position your party members in 
an area of the room that offers the best protection 
against Zulo's attack, such as the cathedral benches. 


Vukodlak 

He's not the game's end boss 
monster for nothing! Vukodlak is 
extremely durable and can wipe 
out members of your party in 
moments. There are many, many 
different ways to defeat him based 
on how you built Christof and the 
party members. A well-powered 
melee group should pound away 
on Vukodlak using speed, attack, 
and defensive disciplines. Have 
one member stand back (with a 
melee weapon) casting awaken 
on any slain party members. A 
spellcasting group could have a 
tougher time. If you have prison of 
ice, keep casting it on Vukodlak 
while other party members either 
use melee or discipline attacks. 
Fire storm and immolate could 
also prove effective if you have 
been concentrating on spells (and 
each spell's level is quite high). 
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When fighting Vukodlak or Zulo, be prepared to use awaken frequently to keep your party members alive. 


Defeating Zulo initiates Vampire's concluding cinematic sequence. Congratulations! 





APPENDIX A 

Weapons Statistics 


his table provides statistics for Vampire: The Masquerade's medieval and modern 
® weaponry. Included in the table is the weapon's name, its amount of damage, its type of 
JL damage, its accuracy (which adds to your character's dexterity), its speed (the higher the 
number, the faster the attack), if the weapon occupies one or two hands, and requirements and 
special abilities. 


Weapon Name 

Damage 

Damage Type 

Accuracy 

Speed 

One- or 
Two- Handed 

Requirements and 
Special Abilities 

Ainkurn sword 

30 

Aggravated 

0 

85 

2 

Nonhuman only; drains 
blood and adds 10 to 
dexterity 

Assault rifle 

45 

Bashing 

15 

66 

2 

Minimum 35 strength 

Assault rifle, sighted 

45 

Bashing 

20 

66 

2 

Minimum 35 strength 

Assault rifle, modified 

55 

Bashing 

15 

66 

2 

Minimum 35 strength 

Baton 

20 

Bashing 

0 

99 

1 

Nonhuman only; extra 
damage to Lupines 

Bastion 

60 

Lethal 

0 

71 

2 

Minimum 45 strength 

Bastion, exquisite 

70 

Lethal 

0 

76 

2 

Minimum 45 strength 

Bastion, fine 

65 

Lethal 

0 

71 

2 

Minimum 45 strength 

Baseball bat 

25 

Bashing 

0 

85 

2 

None 

Bastard sword 

40 

Lethal 

0 

83 

2 

Minimum 45 strength 

Bastard sword, exquisite 

50 

Lethal 

20 

83 

2 

Minimum 45 strength 

Bastard sword, fine 

45 

Lethal 

10 

90 

2 

Minimum 45 strength 

Berserker fang 

30 

Aggravated 

0 

124 

1 

Nonhuman only 

Axe, exquisite 

35 

Lethal 

0 

99 

1 

None 

Axe, fine 

30 

Lethal 

0 

99 

1 

None 

Axe rusty 

20 

Lethal 

0 

99 

1 

None 






/ / 
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Weapon Name 

Damage 

Damage Type 

Accuracy 

Speed 

One- or 
Two- Handed 

Requirements and 
Special Abilities 

Axe, silver 

35 

Lethal 

0 

99 

1 

Silvered 

Battle axe 

65 

Lethal 

0 

71 

2 

Minimum 55 strength 

Battle axe, exquisite 

75 

Lethal 

0 

76 

2 

Minimum 55 strength 

Battle axe, fine 

70 

Lethal 

0 

71 

2 

Minimum 55 strength 

Battle axe, berserker 

75 

Lethal 

0 

71 

2 

Minimum 55 strength; chance to 
cause frenzy in wielder 

Brass knuckles 

10 

Bashing 

0 

99 

1 

None 

Broad sword, blessed 

40 

Faith 

20 

111 

1 

Human only; minimum 50 faith 

Broad sword, rusty 

20 

Lethal 

0 

90 

1 

None 

Broad sword, flaming 

40 

Faith 

20 

111 

1 

None 

Broad sword, fine 

35 

Lethal 

10 

99 

1 

None 

Broad sword, silver 

40 

Lethal 

20 

111 

1 

None 

Broad sword, dread 

40 

Lethal 

20 

111 

1 

Can cause fear in opponent 

Broad sword 

30 

Lethal 

0 

90 

1 

None 

Broad sword, exquisite 

40 

Lethal 

20 

111 

1 

None 

Broken bottle 

20 

Lethal 

0 

99 

1 

None 

Chainsaw 

40 

Lethal 

0 

49 

2 

Minimum 40 strength 

Chaingun, modified 

35 

Bashing 

10 

49 

2 

Minimum 50 strength 

Chaingun 

30 

Bashing 

0 

49 

2 

Minimum 50 strength 

Chemical grenade 

90 

Disease 

0 

24 

1 

None 

Club 

20 

Bashing 

10 

90 

1 

Minimum 45 strength 

Claymore 

45 

Lethal 

0 

83 

2 

Minimum 45 strength 

Claymore, fine 

40 

Lethal 

0 

90 

2 

Minimum 45 strength 

Claymore, exquisite 

55 

Lethal 

0 

83 

2 

Minimum 45 strength 

Claymore, dread 

55 

Lethal 

0 

83 

2 

Minimum 45 strength; can cause 
fear in opponent 

Compound bow 

50 

Lethal 

20 

75 

2 

Minimum 35 strength and dexterity 

Compound bow, magnesium 

50 

Fire 

20 

75 

2 

Minimum 35 strength and dexterity 

Concussion grenade 

150 

Bashing 

0 

24 

1 

None 

Crossbow, modified 

65 

Lethal 

15 

120 

2 

None 

Crossbow, magnesium 

65 

Fire 

15 

120 

2 

None 

Crossbow, incendiary 

35 

Fire 

20 

120 

2 

None 
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Weapon Name 

Damage 

Damage Type 

Accuracy 

Speed 

One- or 
Two- Handed 

Requirements and 
Special Abilities 

Crossbow, silver 

35 

Lethal 

20 

120 

2 

None 

Crossbow 

35 

Lethal 

20 

120 

2 

None 

Dagger 

10 

Lethal 

0 

117 

1 

None 

Dagger, exquisite 

20 

Lethal 

10 

117 

1 

None 

Dagger, fine 

15 

Lethal 

5 

117 

1 

None 

Dagger, poisoned 

10 

Lethal 

0 

117 

1 

None 

The Dolorous Nail 

20 

Faith 

0 

99 

1 

Human only 

The Dagger 
of Thorns 

20 

Faith 

0 

99 

1 

Human only 

Dirk 

15 

Lethal 

0 

117 

1 

None 

Dirk, silver 

20 

Lethal 

0 

117 

1 

Silvered 

Dirk, rusty 

5 

Lethal 

0 

117 

1 

None 

Dirk, poisoned 

15 

Lethal 

0 

117 

1 

None 

Dirk, exquisite 

25 

Lethal 

10 

117 

1 

None 

Dirk, fine 

20 

Lethal 

5 

117 

1 

None 

Evil axe 

65 

Lethal 

0 

71 

2 

Maximum 40 humanity, minimum 55 
strength; chance to cause frenzy in 
wielder 

Femur of an 
elder Tzimisce 

20 

Bashing 

0 

85 

1 

Extra damage to vampires 

Flamethrower 

40 

Faith 

0 

33 

2 

Minimum 45 strength 

Falchion 

35 

Lethal 

15 

99 

1 

None 

Falchion, fine 

40 

Lethal 

15 

99 

1 

None 

Falchion, exquisite 

45 

Lethal 

15 

99 

1 

None 

Falchion, dead 

45 

Lethal 

15 

99 

1 

Can cause fear in opponent 

Flamberge 

40 

Lethal 

10 

99 

1 

Minimum 35 strength 

Flamberge, exquisite 

50 

Lethal 

10 

99 

1 

Minimum 35 strength 

Flamberge, fine 

45 

Lethal 

10 

99 

1 

Minimum 35 strength 

Flamberge, dead 

50 

Lethal 

10 

99 

1 

Minimum 35 strength; 
can cause fear in opponent 

Fragmentation 

grenade 

150 

Lethal 

0 

24 

1 

None 

The Garou's Claw 

50 

Aggravated 

0 

99 

1 

Human only 

Great sword 

60 

Lethal 

0 

76 

2 

Minimum 55 strength 
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Weapon Name 

Damage 

Damage Type 

Accuracy 

Speed 

One- or 
Two- Handed 

Requirements and 
Special Abilities 

Great sword, blessed 

70 

Faith 

0 

76 

2 

Human only; Minimum 55 strength. 
Minimum 50 faith 

Great sword, exquisite 

70 

Lethal 

0 

83 

2 

Minimum 55 strength 

Great sword, fine 

65 

Lethal 

0 

83 

2 

Minimum 55 strength 

Great sword, dread 

70 

Lethal 

0 

76 

2 

Minimum 55 strength; can cause 
fear in opponent 

Greek fire 

30 

Fire 

0 

60 

1 

None 

Grenade launcher 

200 

Fire 

15 

75 

2 

Minimum 45 strength 

Hand axe 

25 

Lethal 

0 

99 

1 

None 

The Hand of Conrad 

30 

Aggravated 

0 

99 

1 

Nonhuman only; potence +3 

Halberd 

45 

Lethal 

0 

76 

2 

Minimum 35 strength 

Halberd, exquisite 

55 

Lethal 

0 

76 

2 

Minimum 35 strength 

Halberd, fine 

50 

Lethal 

0 

76 

2 

Minimum 35 strength 

Holy water 

40 

Faith 

0 

60 

1 

None 

Incinerator 

30 

Fire 

0 

33 

1 

Minimum 35 strength 

Ivory bow 

40 

Aggravated 

0 

75 

2 

Nonhuman only 

Lance 

65 

Lethal 

0 

71 

2 

Minimum 50 strength 

Lance, fine 

70 

Lethal 

0 

71 

2 

Minimum 50 strength 

Lance, exquisite 

75 

Lethal 

0 

71 

2 

Minimum 50 strength 

Longbow 

30 

Lethal 

15 

75 

2 

Minimum 35 strength and 35 dexterity 

Longbow, incendiary 

30 

Fire 

15 

75 

2 

Minimum 35 strength and 35 dexterity 

Lead pipe 

10 

Bashing 

0 

99 

1 

None 

Mace, flanged 

30 

Bashing 

10 

90 

1 

None 

Mace, exquisite flanged 

45 

Bashing 

10 

99 

1 

None 

Mace, fine flanged 

40 

Bashing 

10 

90 

1 

None 

Mace, blessed flanged 

45 

Faith 

10 

99 

1 

Human Only 

Mace, spiked 

50 

Bashing 

0 

76 

2 

Minimum 50 strength 

Mace, fine spiked 

55 

Bashing 

0 

83 

2 

Minimum 50 strength 

Mace, exquisite spiked 

60 

Bashing 

0 

76 

2 

Minimum 50 strength 

Mace, blessed spiked 

60 

Faith 

0 

76 

2 

Human only; minimum 50 strength 

Machete 

20 

Lethal 

0 

99 

1 

None 
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Weapon Name 

Damage 

Damage Type 

Accuracy 

Speed 

One- or 
Two- Handed 

Requirements and 
Special Abilities 

Molotov cocktail 

50 

Fire 

0 

24 

1 

None 

Moro dagger 

20 

Lethal 

0 

117 

1 

None 

More dagger, exquisite 

30 

Lethal 

10 

117 

1 

None 

Moro dagger, fine 

25 

Lethal 

5 

117 

1 

None 

More dagger, poisoned 

20 

Lethal 

0 

117 

1 

None 

Napalm bomb 

100 

Fire 

0 

24 

1 

None 

Oil of St. George 

20 

Faith 

0 

24 

1 

Human only 

Phosphorous grenade, white 

100 

Fire 

0 

24 

1 

None 

Pitchfork 

20 

Lethal 

0 

76 

2 

Minimum 35 strength 

Pistol 

55 

Bashing 

20 

75 

1 

None 

Pistol, dragonsbreath 

55 

Fire 

20 

75 

1 

None 

Pistol, modified 

60 

Bashing 

20 

75 

1 

None 

Pistol, sighted 

55 

Bashing 

25 

75 

1 

None 

Poleaxe 

55 

Lethal 

0 

76 

2 

Minimum 35 strength 

Poleaxe, exquisite 

65 

Lethal 

0 

76 

2 

Minimum 35 strength 

Poleaxe, fire 

60 

Lethal 

0 

76 

2 

Minimum 35 strength 

Poignard 

20 

Lethal 

10 

117 

1 

None 

Poignard, exquisite 

30 

Lethal 

20 

117 

1 

None 

Poignard, fine 

25 

Lethal 

15 

117 

1 

None 

Poignard, poisoned 

20 

Lethal 

10 

117 

1 

None 

Quarterstaff 

35 

Bashing 

0 

90 

2 

Minimum 35 strength 

Revolver 

65 

Bashing 

25 

75 

1 

None 

Revolver, sighted 

65 

Bashing 

30 

75 

1 

None 

Revolver, modified 

70 

Bashing 

25 

45 

1 

None 

Rifle 

60 

Bashing 

30 

49 

2 

None 

Rifle, sighted 

60 

Bashing 

35 

49 

2 

None 

Rifle, modified 

65 

Bashing 

30 

49 

2 

None 

Rocket launcher 

250 

Fire 

15 

49 

2 

Minimum 50 strength 

Rapier 

25 

Lethal 

25 

99 

1 

None 
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Weapon Name 

Damage 

Damage Type 

Accuracy 

Speed 

One- or 
Two- Handed 

Requirements and 
Special Abilities 

Rapier, fine 

30 

Lethal 

25 

111 

1 

None 

Rapier, exquisite 

35 

Lethal 

25 

124 

1 

None 

Sap gloves 

15 

Bashing 

0 

99 

2 

None 

Satchel charge 

100 

Fire 

0 

24 

1 

None 

Scythe 

25 

Lethal 

0 

66 

1 

None 

Short bow 

30 

Lethal 

5 

75 

2 

Minimum 25 dexterity 

Short bow, incendiary 

30 

Fire 

5 

75 

2 

Minimum 25 dexterity 

Scimitar 

25 

Lethal 

0 

99 

1 

None 

Scimitar, flaming 

30 

Fire 

0 

99 

1 

None 

Spear 

35 

Lethal 

0 

76 

2 

Minimum 30 strength 

Spear, fine 

40 

Lethal 

0 

76 

2 

Minimum 30 strength 

Spear, exquisite 

50 

Lethal 

0 

76 

2 

Minimum 30 strength 

Stake 

5 

Lethal 

30 

85 

1 

None 

Stake gun 

40 

Bashing 

15 

75 

2 

None 

Shuriken 

20 

Lethal 

15 

60 

1 

None 

Shotgun 

75 

Bashing 

15 

75 

2 

None 

Shotgun, modified 

80 

Bashing 

15 

75 

2 

None 

Submachinegun 

55 

Bashing 

5 

75 

1 

None 

Submachinegun, modified 

60 

Bashing 

10 

75 

1 

None 

Tazer 

20 

Electrical 

0 

99 

1 

None 

Throwing knives 

20 

Lethal 

15 

60 

1 

None 

Warhammer 

55 

Bashing 

0 

76 

2 

Minimum 55 strength 

Warhammer, fine 

60 

Bashing 

0 

76 

2 

Minimum 55 strength 

Warhammer, exquisite 

65 

Bashing 

0 

83 

2 

Minimum 55 strength 

Warhammer, berserker 

65 

Bashing 

0 

76 

2 

Minimum 55 strength; chance to 
cause frenzy in wielder 

Waxen Poetica 

30 

Fire 

0 

60 

1 

None 



8 ^ 




APPENDIX B 

Arm(>r Statistics 


^ H" ^ he table in this section displays statistics for the armor items you'll find in Vampire: The 
B Masquerade. Each listing includes the items name, protection against specific damage 
A types (lethal, bashing, aggravated, faith) and protection against elemental damage (cold, 
electrical, fire, sun) as well as requirements and other abilities. 


Weapon Name 

Lethal 

Bashing 

Aggra- 

vated 

Faith 

Cold 

Electri- 

cal 

Fire 

Sun 

Requirements and Special Abilities 

Armor T-shirt 

10 

30 

10 

0 

0 

0 

0 

0 

None 

Buckler 

10 

10 

10 

0 

0 

0 

0 

0 

None 

Cavalry shield 

15 

30 

15 

0 

0 

0 

0 

0 

None 

Chain mail 

45 

15 

20 

0 

0 

0 

0 

0 

Minimum 35 strength 

Chain mail, blessed 

45 

15 

25 

0 

0 

0 

0 

0 

Human only; minimum 35 
strength, minimum 50 faith 

Chain mail, unholy 

45 

15 

20 

20 

0 

0 

0 

0 

Minimum 35 strength, maxi 
mum 20 humanity 

Chest plate 

15 

10 

10 

0 

0 

0 

0 

0 

None 

Fire-resistant suit 

10 

10 

10 

0 

0 

0 

40 

0 

None 

Footman shield 

15 

15 

15 

0 

0 

0 

0 

0 

None 

Full helm 

30 

30 

20 

0 

0 

0 

0 

0 

None 

Full helm, blessed 

30 

30 

25 

0 

0 

0 

0 

0 

Human only; minimum 50 faith 

Full helm, unholy 

30 

30 

20 

20 

0 

0 

0 

0 

Maximum 20 humanity 

Full helm, insulated (cold) 

30 

30 

20 

0 

20 

0 

0 

0 

None 

Full helm, insulated 
(electrical) 

30 

30 

20 

0 

0 

20 

0 

0 

None 

Full helm, insulated (fire) 

30 

30 

20 

0 

0 

0 

20 

0 

None 

Full helm, insulated, (sun) 

30 

30 

20 

0 

0 

0 

0 

20 

None 
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Weapon Name 

Lethal 

Bashing 

Aggra- 

vated 

Faith 

Cold 

Electri- 

cal 

Fire 

Sun 

Requirements and Special Abilities 

Flak jacket 

10 

45 

10 

0 

0 

0 

0 

0 

None 

Gloves 

10 

0 

10 

0 

0 

0 

0 

0 

None 

Gloves, insulated (cold) 

10 

0 

10 

0 

3 

0 

0 

0 

None 

Gloves, insulated (fire) 

10 

0 

10 

0 

0 

0 

3 

0 

None 

Gloves, insulated (electrical) 

10 

0 

10 

0 

0 

3 

0 

0 

None 

Gauntlets 

10 

10 

10 

0 

0 

0 

0 

0 

None 

Gauntlets, insulated (cold) 

10 

10 

10 

0 

5 

0 

0 

0 

None 

Gauntlets, insulated (fire) 

10 

10 

10 

0 

0 

0 

5 

0 

None 

Gauntlets, insulated (electrical) 

10 

10 

10 

0 

0 

5 

0 

0 

None 

Gauntlets, heavy 

15 

15 

15 

0 

0 

0 

0 

0 

None 

Gauntlets of accuracy 

0 

0 

0 

0 

0 

0 

0 

0 

Adds to wearer's accuracy: 
increase offense 5 

Gauntlets of dexterity 

0 

0 

0 

0 

0 

0 

0 

0 

Dexterity +5 

Gauntlets of dodge 

0 

0 

0 

0 

0 

0 

0 

0 

Adds to wearer's defense; 
increase defense 5 

Gauntlets of fortitude 

0 

0 

0 

0 

0 

0 

0 

0 

Adds to wearer's soaks; 
increase soaks 5 

Gauntlet of power 

0 

0 

0 

0 

0 

0 

0 

0 

Adds to wearer's attacks; 
increase damage 5 

Gauntlet of stamina 

0 

0 

0 

0 

0 

0 

0 

0 

Stamina +5 

Gauntlet of strength 

0 

0 

0 

0 

0 

0 

0 

0 

Strength +5 

Great shield 

30 

30 

20 

0 

0 

0 

0 

0 

Minimum 35 strength 

Great shield, blessed 

30 

30 

25 

0 

0 

0 

0 

0 

Human only; minimum 35 
strength, minimum 50 faith 

Great shield, unholy 

30 

30 

20 

20 

0 

0 

0 

0 

Minimum 35 strength and 
maximum 20 humanity 

Great shield, insulated (cold) 

30 

30 

20 

0 

20 

0 

0 

0 

Minimum 35 strength 

Great shield, insulated (electrical) 

30 

30 

20 

0 

0 

20 

0 

0 

Minimum 35 strength 

Great shield, insulated (fire) 

30 

30 

20 

0 

0 

0 

20 

0 

Minimum 35 strength 

Great shield, insulated (sun) 

30 

30 

20 

0 

0 

0 

0 

20 

Minimum 35 strength 

Half plate 

60 

30 

25 

0 

0 

0 

0 

0 

Minimum 45 strength 

Half plate, blessed 

60 

30 

30 

0 

0 

0 

0 

0 

Human only; minimum 45 
strength, minimum 50 faith 

Half plate, unholy 

60 

30 

25 

30 

0 

0 

0 

0 

Minimum 45 strength and 
maximum 20 humanity 

Heart shield 

0 

0 

0 

0 

0 

0 

0 

0 

Nonhuman only; 
stake protection (100) 
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Weapon Name 

Lethal 

Bashing 

Aggra- 

vated 

Faith 

Cold 

Electri- 

cal 

Fire 

Sun 

Requirements and Special Abilities 

Helmet 

10 

10 

0 

0 

0 

0 

0 

0 

None 

Large shield 

30 

30 

15 

0 

0 

0 

0 

0 

Minimum 30 strength 

Leather armor 

15 

10 

10 

0 

0 

10 

10 

0 

None 

Leather armor, blessed 

15 

10 

15 

0 

0 

10 

10 

0 

Human only; minimum 50 faith 

Leather armor, unholy 

15 

10 

10 

20 

0 

10 

10 

0 

Maximum 60 humanity 

Leather gloves 

10 

0 

10 

0 

0 

0 

0 

0 

None 

Leather jacket 

10 

15 

10 

0 

0 

0 

0 

0 

None 

Leather vest 

10 

0 

0 

0 

0 

0 

0 

0 

None 

Light ballistic vest 

15 

30 

15 

0 

0 

0 

0 

0 

None 

Light helm 

15 

15 

15 

0 

0 

0 

0 

0 

None 

Light helm, blessed 

15 

15 

20 

0 

0 

0 

0 

0 

Human only; minimum 50 faith 

Light helm, unholy 

15 

15 

15 

10 

0 

0 

0 

0 

Maximum 40 humanity 

Light helm, insulated (cold) 

15 

15 

15 

0 

10 

0 

0 

0 

None 

Light helm, insulated (electrical) 

15 

15 

15 

0 

0 

10 

0 

0 

None 

Light helm, insulated (fire) 

15 

15 

15 

0 

0 

0 

10 

0 

None 

Light helm, insulated (sun) 

15 

15 

15 

0 

0 

0 

0 

10 

None 

Medium ballistic vest 

30 

45 

20 

0 

0 

0 

0 

0 

None 

Motorcycle helmet 

10 

10 

0 

0 

0 

0 

0 

0 

None 

Neck guard 

0 

0 

0 

0 

0 

0 

0 

0 

Protects wearer from vampire bites 

Padded clothing 

10 

10 

10 

0 

0 

0 

0 

0 

None 

Plate mail 

80 

30 

30 

0 

0 

0 

0 

0 

Minimum 55 Strength 

Plate mail, blessed 

80 

30 

40 

0 

0 

0 

0 

0 

Human only; minimum 55 
strength, minimum 50 faith 

Plate mail, unholy 

80 

30 

30 

30 

0 

0 

0 

0 

Minimum 55 strength and 
maximum 20 humanity 

Rags 

5 

5 

0 

0 

0 

0 

0 

0 

None 

Reinforced clothing 

10 

10 

10 

0 

0 

0 

0 

0 

None 

Riot shield 

30 

60 

20 

0 

0 

0 

0 

0 

None 

Scale mail 

45 

30 

20 

0 

0 

0 

0 

0 

Minimum 35 strength 

Scale mail, blessed 

45 

30 

25 

0 

0 

0 

0 

0 

Human only; minimum 35 
strength, minimum 50 faith 

Scale mail, unholy 

45 

30 

20 

20 

0 

0 

0 

0 

Minimum 35 strength and 
Maximum 40 humanity 
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Weapon Name 

Lethal 

Bashing 

Aggra- 

vated 

Faith 

Cold 

Electri- 

cal 

Fire 

Sun 

Requirements and Special Abilities 

Shield 

15 

15 

10 

0 

0 

0 

0 

0 

None 

Shield, blessed 

15 

15 

25 

0 

0 

0 

0 

0 

Human only; minimum 50 faith 

Shield, unholy 

15 

15 

10 

20 

0 

0 

0 

0 

Maximum 40 humanity 

Shield, insulated (cold) 

15 

15 

10 

0 

20 

0 

0 

0 

None 

Shield, insulated (electrical) 

15 

15 

10 

0 

0 

20 

0 

0 

None 

Shield, insulated (fire) 

15 

15 

10 

0 

0 

0 

20 

0 

None 

Shield, insulated (sun) 

15 

15 

10 

0 

0 

0 

0 

20 

None 

Skull cap 

10 

10 

10 

0 

0 

0 

0 

0 

None 

Studded leather armor 

30 

15 

15 

0 

0 

3 

10 

0 

None 

studded leather armor, blessed 

30 

15 

20 

0 

0 

3 

10 

0 

Human only; minimum 50 faith 

Studded leather armor, unholy 

30 

15 

15 

10 

0 

3 

10 

0 

Maximum 60 humanity 

Swat helmet 

10 

15 

0 

0 

0 

0 

0 

0 

None 

Tactical jacket 

45 

60 

25 

0 

0 

0 

0 

0 

None 

Tailored armor 

45 

80 

25 

0 

0 

0 

0 

0 

None 






OVJ 






his section lists the disciplines available in Vampire: The Masquerade. The disciplines are 
sorted by category, then includes the discipline name, its blood cost (or mana cost when 
applicable), any trait requirements, and finally its description. 


Discipline 

Category 

Discipline 

Blood 

Cost 

Requirements 

Description 

Common 

Feed 

0 

None 

Drains blood from targeted victim 

Common 

Blood healing 

5 

None 

Restores health 

Common 

Blood strength 

5 

None 

Increases strength 

Common 

Blood dexterity 

5 

Blood strength 

Increases dexterity 

Common 

Blood stamina 

5 

Blood dexterity 

Increases stamina 

Common 

Awaken 

15 

None 

Awakens targeted vampire from torpor 

Common 

Walk the abyss 

10 

Min. 25 intelligence; min. 25 wits 

Creates a mystic portal to your haven (if available) 

Animalism 

Feral whispers 

5 

Minimum 25 manipulation 

Enlists targeted animals to your aid 

Animalism 

Beckoning 

10 

Minimum 35 charisma 

Summons animals to your aid 

Animalism 

Quell the beast 

10 

Minimum 50 manipulation 

Lowers frenzy levels and creates 
complacency in targeted creature 

Animalism 

Subsume the spirit 

15 

Minimum 60 manipulation 

Grants control of targeted animal 

Animalism 

Drawing out the beast 

20 

Minimum 70 manipulation 

Releases frenzy state onto a targeted enemy 

Auspex 

Heightened senses 

5 

Minimum 25 perception 

Increases vampiric senses 

Auspex 

Aura perception 

5 

Minimum 35 perception 

Perceives the aura and other statistics 
of targeted creature 

Auspex 

Spirit's touch 

10 

Minimum 30 perception 

Determines properties of an item 

Auspex 

Psychic projection 

15 

None 

Allows exploration with an unseen astral fonn 

Celerity 

Celerity 

5 

None 

Grants enhanced movement and attack 
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Discipline 

Category 

Discipline 

Blood 

Cost 

Requirements 

Description 

Obfuscate 

Cloak of shadows 

10 

Minimum 25 wits 

Conceals the user from sight 

Obfuscate 

Mask of a thousand faces 

10 

Minimum 30 wits 

Disguises the user as the targeted creature 

Obfuscate 

Cloak the gathering 

20 

Minimum 40 wits 

Conceals the coterie from sight 

Dementation 

Passion 

5 

Minimum 25 charisma 

Heightens the target's emotions, increasing 
frenzy and reducing wits 

Dementation 

The haunting 

5 

Minimum 35 manipulation 

Causes fear on the target 

Dementation 

Eyes of chaos 

10 

Minimum 50 perception 

Perceives extended information about a 
targeted creature 

Dementation 

Voice of madness 

15 

Minimum 60 manipulation 

Causes extended fear and possible 
frenzy on the target 

Dominate 

Command 

5 

Minimum 25 manipulation 

Grants brief control of the target 
(kindred of equal or higher Gen) 

Dominate 

Mesmerize 

10 

Minimum 35 manipulation 

Calls the targeted creature (kindred of 
equal or higher Gen) toward you 

Dominate 

The forgetful mind 

15 

Minimum 50 wits 

Creates dazed effect on target (kindred 
of equal or higher Gen) 

Dominate 

Possession 

20 

Minimum 60 charisma 

Grants control of the targeted creature 
(kindred of equal or higher Gen) 

Fortitude 

Fortitude 

20 

None 

Grants added protection against damage 

Potence 

Potence 

20 

None 

Grants increased automatic damage 

Protean 

Eyes of the beast 

5 

Minimum 25 perception 

Increased visual senses 

Protean 

Feral claws 

5 

None 

Turns hands into large claws 

Protean 

Earth meld 

10 

None 

Immerses the user into the earth, 
allowing safe rest 

Protean 

Shape of the beast 

10 

None 

Transforms the user into a wolf 

Protean 

Mist form 

20 

None 

Transforms user into cloud of mist 

Presence 

Awe 

5 

Minimum 25 charisma 

Charms target toward the user 

Presence 

Dread gaze 

5 

Minimum 35 charisma 

Causes fear on the target 

Presence 

Entrancement 

10 

Minimum 50 appearance 

Grants control of the target to the user 

Presence 

Majesty 

15 

Minimum 60 appearance 

Causes all surrounding creatures to stop 
and gaze at the user 

Mortis 

Shambling hordes 

5 

Minimum 25 wits 

Awakens targeted dead to your aid 

Mortis 

Vigor mortis 

10 

Minimum 30 intelligence; 
minimum 30 wits 

Takes control of a targeted dead creature 

Mortis 

Summon soul 

20 

Minimum 50 perception 

Calls forth a wraith to your aid 

Mortis 

Plague wind 

20 

Minimum 60 intelligence 

Expels a damaging breath cloud at the target 

Mortis 

Black death 

25 

Minimum 70 intelligence 

Causes disease damage on touched target 

Blood magic 

Blood rage 

5 

Minimum 25 intelligence; 
minimum 25 wits 

Forces the target to spend blood 
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Discipline 

Category 

Discipline 

Blood 

Cost 

Requirements 

Description 

Blood magic 

Blood of potency 

10 

None 

Grants lowered blood cost for discipline use 

Blood magic 

Theft of vitae 

15 

Minimum 40 intelligence 

Steals vitae from the targeted creature 

Blood magic 

Cauldron of blood 

20 

Minimum 50 intelligence 

Boils the blood of the touched target 

Lure of flames 

Torch 

3 

Minimum 25 intelligence 

Creates a light of balefire that follows the user 

Lure of flames 

Fireball 

5 

Minimum 35 intelligence 

Propels a ball of fire at the target 

Lure of flames 

Flame ring 

10 

Minimum 50 intelligence 

Creates a ring of flame around user 

Lure of flames 

Immolate 

15 

Minimum 60 intelligence 

Damages touched target with searing flame 

Lure of flames 

Firestorm 

15 

Minimum 70 intelligence 

Creates a rain of fire from the sky 

Hands of destruction 

Decay 

5 

Minimum 25 intelligence; 
maximum 60 humanity 

Causes aggravated damage on touched target 

Hands of destruction 

Acidic touch 

10 

Minimum 35 intelligence; 
maximum 50 humanity 

Causes aggravated damage on touched target 

Hands of destruction 

Atrophy 

15 

Minimum 50 intelligence; 
maximum 35 humanity 

Causes aggravated damage; reduces 
strength and dexterity of the touched target 

Hands of destruction 

Turn to dust 

20 

Minimum 60 intelligence; 
maximum 25 humanity 

Causes aggravated damage on touched target 

Blood rituals 

Heart of stone 

5 

Minimum 25 intelligence; 
minimum 25 wits 

Prevents against staking 

Blood rituals 

Prison of ice 

10 

Minimum 35 intelligence; 
minimum 35 wits 

Freezes targeted creature in ice 

Blood rituals 

Call lightning 

20 

Minimum 50 intelligence; 
minimum 50 wits 

Calls forth a bolt of lightning upon target 

Blood rituals 

Ignore the searing flame 

5 

Minimum 60 intelligence; 
minimum 60 wits 

Protect against aggravated fire damage 

Blood rituals 

Summon elemental 

20 

Minimum 70 intelligence; 
minimum 70 wits 

Calls a golem to your aid 

Obtenebration 

Dark hunter 

20 

None 

Summons a dark hunter to your aid 

Serpentis 

Eyes of the serpent 

5 

None 

Mesmerizes the target into a daze 

Serpentis 

Tongue of the asp 

15 

None 

Steals vitae from the target 

Serpentis 

Skin of the adder 

10 

None 

Protects the user from damage 
(affects appearance) 

Serpentis 

Hatch the viper 

20 

None 

Creates a viper to aid you 

Numina 

Invisibility 

5 

(mana) 

Human only; minimum 
25 perception; minimum 
25 intelligence 

Removes the user from visible sight 

Numina 

Flash 

10 

(mana) 

Human only; minimum 
35 perception; minimum 
35 intelligence 

Creates a blinding light that can 
trigger frenzy in vampires 
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Discipline 

Category 

Discipline 

Blood 

Cost 

Requirements 

Description 

Numina 

True sight 

10 

(mana) 

Human only; minimum 50 percep- 
tion; minimum 50 intelligence 

Enhances sight in darkness 

Faith 

Heal 

5 

(mana) 

Human only; minimum 25 faith 

Cures wounds 

Faith 

Prayer 

10 

(mana) 

Human only; minimum 35 faith 

Damages a target with holy words 

Faith 

True faith 

15 

(mana) 

Human only; minimum 50 faith 

Damages supernatural creatures within 
radius around user 





^ o enable Vampire: The Masquerade cheat codes, you must activate the game's console 


^ (the console is similar to the version found in first-person shooters, such as Quake, Half- 
JL Life, and Daikatana. 

To activate the console, start the game with the "-console" parameter. For instance, when exe- 
cuting the vampire.exe file, add the "-console" parameter to its end. You may need to make a 
Windows shortcut and edit its properties to add the parameter. Your executable could look like: 
"x:\vampire\vampire.exe - console" where "X" equals the drive letter where Vampire is installed; 
further, you may have to adjust the "WampireV directory to the appropriate path. 

Once the game loads, during the single player game, press the tilde (~) key to display the con- 
sole. Type in the codes below to activate the particular cheat; some cheats (such as giving expe- 
rience) operate for the currently selected party member only. 




Toggles god mode. Use god 1 to switch on god mode and god 0 to switch off god mode. 



Changes your current gold or cash level to the specified number. 



Places a specified amount of gold or cash in the environment. 
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Adds a specified amount to experience points. 
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Enables free discipline casting (won't use blood). Use 1 to toggle free casting on and 0 to toggle 
free casting off. 



Toggles enemy and party Al. 
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Increases all of your disciplines to the specified number. 



Gives current character full health (or resurrection). 



Opens the character's stash. 



Weapons are no longer hindered by ammunition requirements. 





Displays experience point advancement screen. 



Toggles the frame rate display: 1 toggles the frame rate on, while 0 toggles the frame rate dis- 
play off. 




THE VERY BEST GAME GUIDES ON THE WEB 
ARE ONLY ONE CLICK AWAYI 


DEUS EX OFFICIAL GAME GUIDE 
http://aamequides.aamespot.com/quides/deusex/ 

An age-old conspiracy bent on world domination has decided that the time is right 
to emerge from the shadows and take control. It's up to you to stop the 
conspirators from achieving their goals. This extensive official Deus Ex 
game guide will teach you the arts of stealth, hacking, and combat; 
and give you the proven strategies for getting through all 13 missions. 

DAIKATANA OFFICIAL GAME GUIDE 
http://aameauides.aamesDot.com/auides/daiktana/ 

At the ready: Proven weapon strategies, detailed walk-throughs (including 
the Dopefish Super Secrets), and cheat codes. Get this guide. Then take 
it to Kage Mishima and his minions and come out on top. 

SHADOW WATCH GAME GUIDE 
http://aamequides.aamespot.com/quides/shadwtch/ 

In this guide, we'll provide you with detailed explanations for each of the 
eight mission types, extended descriptions of your six soldiers' 
strengths and weaknesses, descriptions of each of the 19 maps 
in the game, including the final mission, combat strategies to help 
you survive, enemy descriptions, and a glossary of frequently used terms. 





